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WHERE DREAMS ARE DRIVEN 


Global Warming: Lost Planet 2 
The heat on Lost Planet has been cranked up and the 
frosty locales from the original game are no more. What's 
left? Sprawling deserts home to monstrous sand worms, 


deadly jungles, and plenty of ground to engage in mech 
battles. GamePro’s got an exclusive tour. 


sei sci : Metal Gear Unloaded 
coves Weecase Metal Gear Solid: Peace Walker is all set to change the way 


we think of Metal Gear. Is the world ready for a multiplayer 
Metal Gear story? We talk to Snake’s father himself, Hideo 
Kojima about everything Metal Gear Solid, including some 
tidbits on Rising! 


50 Games for Under $30 


It’s a pretty tough economy out there right 
now, and gamers need to be at their thriftiest. 
That’s why GamePro has compiled the 
ultimate list of awesome cheap games for all 
the major consoles and portables! 
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Call of Duty: Modern Warfare 2 
(aoe Rok peo 2, Sl ee a ee 34 


Fairytale Fights (PS3, XDOx 360, PC) vciiccssnsccssacs 38 
Grand Theft Auto IV: The Ballad of Gay Tony 


Inferno Inhabitants 

The characters in Dante’s Inferno are 
seriously %&*-ed up. Here’s a col- 
lection of the sick and twisted in the 
upcoming gory action game. 


fated 


Gaming Parasites 


Whether they were serving as our 
enemies or corrupting our allies, 
these video game parasites have in- 
fected our memories. 


NE SU J arian ciatinionnsinncinsanioranecsctiiaccioninnnabineimigraeitianiwen 32 


Mario & Sonic at the Olympic Winter Games 


(Wii, DS) 


a alee Melos) a: hl 30 
Resident Evil: The Darkside Chronicles (Wii) .... 35 


Silent Hill: Shattered Memories 
yg || ne en 37 


WWE Smackdown vs. RAW 2010 


(P53, Abo 260; Wil, P52, DS, PSP) sai ssansasannaanss 36 
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The Best Game Overs 
When you run out of lives, time, or 
quarters (or luck), these six games 
make sure you won't forget it. Will 


you continue? 


iPhone Gift Guide 


You've got the world’s best phone. 
Now get the world’s best accesso- 
ries and app, all with GamePro’s 


stamp of approval! 


The Beatles: Rock Band (PS3, Xbox 360, Wii) ....74 
DIRT 2 (PS3, Xbox 360) 
Darkest of Days (Xbox 360) 
Dead Space Extraction (Wii) 
Guitar Hero 5 (Wii) 
Kingdom Hearts 356/2 (DS) 
Muramasa: The Demon Blade (Wii) 
Need For Speed SHIFT (PS3, Xbox 360) 
Ninja Gaiden Sigma 2 (PS3) 
Scribblenauts (DS) 
WET (Xbox 360) 
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This marks my final issue with GamePro! It’s 
been a breathtaking 11-year ride, beginning 
with my first game preview in the November 
1998 issue, written when | was just 18 years 
old. How far we've come together! 

Operating in my stead will be the inimi- 
table George Jones, a good guy and a fine 
editor, as well as Travis, Dave, Patrick, Andy, 
Tae, and the rest of GamePro’s battle-hard- 
ened editorial staff. GamePro is in excellent 
hands, | assure you. | know I'll be reading! 

This being my last issue, | thought it 
would make a fine opportunity to take a 
swing atsome of the toughest questions I’ve 
ever been asked in my 11 years of game writ- 
ing. These questions aren't easy, and neither 
are all of my answers, but | hope they make 
you think. 

Are games art? No. At least, not yet. | 
wouldn't label games like Metal Gear Solid 
or GTAIV “art” any more than | would a 
smart, gripping TV show such as True Blood. 
That doesn’t mean games can’t be art. And 
ultimately, | wonder if the effort of trying to 
shoehorn games into the art category isn’t 
selling them short, squandering their true 
potential. That said, Shadow of the Colossus 
is the most artistic game I’ve ever played. 

Are game reviewers corrupt/compla- 
cent? Game reviewers are people. And 
the reality is, different people see differ- 
ent games...differently. From my perspec- 
tive, most accusations of review corruption 
come from diehard fans who strongly dis- 
agree with a given review. If you hate an 
opinion, why not share your own? 

Will games merge with cinema? No, and 
| hope they never do. | think that the game 
industry collectively suffers from a Hol- 
lywood-inspired inferiority complex, and 
that trying to ape Hollywood's model will 
inevitably lead to bloated production bud- 
gets and safer, tamer games. Let games be 
games, whatever that means. 

Are we heading toward a “one console” 
future? No. There will always be another 
disruptor, and you probably won't see it 
coming (iPhone). 

It’s been an honor, folks. | want to give 
a special shout-out to GamePro’s editorial 
and design staff (and the interns!) for their 
friendship, support, and hard work. You 
guys are the best! 


Please stay in touch. 


Sid Shuman 

Senior editor, GamePro 
twitter.com/sidshuman 
facebook.com/sidshuman 
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Fly solo in single player or drop I in and out with up to online and o fline for a 
maniacal multiplayer experience. - Yet 
Gun lust fulfilled with rocket-launching shotguns, rs, SMGs 


that fire lightning rounds, and tons more. 
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PlayStation. Network 


bearbox Software, LLC. All rights reserved. Published and distributed by 2K Games under license from Gearbox Software, LLC. Borderlands is a trademark of Gearbox Software and used under license. 2K Games and the 2K Games logo are trademarks of 2K Games in the U.S. 
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NEW SUPER MARIO Bros. Wii 


: Tim B irton vision of Alice in Wonderlan 
and Mia Wasikowska as Alice, is getting a 


SOULCALIBUR: BROKEN DESTINY 


The screenshots coming from the upcoming Aliens vs. Predator are some 
of the best we've seen in years. AvP looks to be unflinchingly violent. - 


ALIENS VS. PREDATOR P: 
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SUPER MARIO GALAXY 2 
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BIOSHOCK 2 ?s 


Meet Rubi, an acr obatic assassin voiced by every sci-fi nerd’s wet 
dream, Eliza Dushku from Buffy the Vampire Slayer and Dollhouse. 


WHAT MATTERED THE MOST F 
WAS REMEMBERED TIM LEAST 4 


Drenep : SQUARE ENIX 


9/29/09 


www.kingdomhearts.com 


Play alone or with up to 4 friends in the Appearances from familiar Disney characters, such 
series-first multiplayer mode! as King Mickey, Aladdin, Tinker Bell, and more! 


EVERYONE 10+ 
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- You'll find the most famous mechwalker from Lost Planet, the PT: 
_ as a playable fighter i 
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IT’S MIDNIGHT. COME OUT & PLAY. 
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> Warheads Extreme Sour Face-Off ¢ 


> Fast and Furious The Game m 
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Your world. Delivered. 


All Trademarks and copyrights are property of their respective owners. All rights reserved. ©2009-2010 Major Gaming Championships LLC. 
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e’ve seen 1 alternate ‘Americas. 
Wee. We've seen post-apocalyptic. 

But when we see Homefront, 
we see something new that we're con- 
fident will stand apart from the stam- 
pede of shooters occupying 2010. 

What separates Homefront from 
the pack? The United States we see 
is something that still resembles our 
own, a small Colorado enclave of free- 
dom, community, and ingenuity. The 
rest of the country is under the tyran- my 
nical rule of a foreign power, and when grec 
they encroach on America’s last stand, 
the fight becomes real. 

Take a gander at the art and screen- 
shots showing war coming to the front 
door of America’s suburbs. Will you 
take up arms in 2010 and defend your 
Homefront?—Dave Rudden 
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OUTRAGEOUS 
(CHARACTERS 


OF DANTES. 
INFERNO- 


Straight from the depths of Hell to the pages of GamePro! 


EA’s upcoming action-slasher Dante’s Inferno has been earning a lot of word 
of mouth, though unfortunately most of it has been for all the wrong rea- 
sons. Insane PR stunts have overshadowed what looks like one of the most 
visually engaging (and disgustingly gory-looking) games we've ever seen. 
Take a gander at the sick and twisted cast that will populate the world of 
Dante’s Inferno when the gates of Hell open next February! —Dave Rudden 


lj DANTE 


The protagonist of Dante’s Inferno, 
Dante sets out with a scythe and 
cross infused with holy magic as 
he scours the nine circles of Hell 
to save his love Beatrice from the 
clutches of Lucifer himself. 


PHLEGYAS > 


Phlegyas is a giant creature made 
of fire and brimstone that carries 
Dante across the River Styx. Don’t 
expect it to give Dante a free ride. 


GLUTTONY + 
You may have seen hellhounds called 
_Cerebrus in other video games, but 

this one is truly a fearsome sight. This 
isgusting creature, literally vomiting 


tself out of its own skin, begs to be de- 
troyed with the slice of a scythe. 


Minos judges everyone who passes 
through Limbo, and he’s got a special 
test in mind for Dante. If you can slay 
the Judge of the Damned, you can 
begin your trip through Hell. 


An amalgamation of two of the most 
fiendish creatures in the Greed Circle 
of Hell, the Hoarder Waster is likely 
pining for a feast on Dante’s flesh. 


> 


Your transport through Limbo, Cha- 
ron is a living ship infested with de- 
mon enemies. And even when you 

dispose of them, we’re sure it won't 
be asmooth trip. 


va 


This half-man and half-bull is all 
yours for the taking when you kill 
the enemy riding it. At that point, 
you can use it to stomp the hell out 
of puny ground-based enemies. 


> 


The narrator of Dante’s Inferno, Virgil 
will sometimes appear to explain the 
different facets of Hell. Luckily, he’s 
dressed appropriately for the job. 
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The future will change? z 
You've created a tise paradaxt: 


METAL GEAR SOLID 3: 
SNAKE EATER 


Play any Metal Gear Solid game and you'll come 
across the series’ signature game over sequence, 
in which one of Snake’s codec friends frantically 
shouts to contact the recently vanquished protag- 
onist. In Metal Gear Solid 3, any time Naked Snake 
Or another central character was killed, the game 
would include the requisite codec screams and a 
message reading “Snake is Dead,” but if you waited, 
the letters would slowly reform to read “Time Para- 
dox,” since certain deaths would nullify the events 
of the first two Metal Gear Solid games. 


MORTAL KOMBAT 4 


Whereas Mortal Kombat 1 through 3 featured a plain 
countdown over a metallic menu screen, the fourth 
game threw your fighter down a pit when he lost a 
match. If you didn’t continue by the time the count- 
down hit zero, your character would land on the bot- 
tom. It should come as no surprise that said pit is 
lined with spikes. This is Mortal Kombat after all. 


OPEC TACULAR 


FINAL FIGHT 


While the great beat-em-up gameplay of Final Fight 
was enough of a draw to keep gamers glued to the 
joystick, the continue countdown upped the stakes 
in a big way. Apparently, after being defeated by 
the Mad Gear gang, street heroes Guy, Cody, and 
Haggar were hooked up to large quantities of dy- 
namite, each of them panicking in different ways 
as their demise beckoned, with your quarters serv- 
ing as their only salvation. Haggar at least had the 
foresight to try to blow out the fuse. 


AT TIME WE MEET. 1°’ GONNA 
BREAK YOUR ARHS! 


STREET FIGHTER II 


When you lost a match in Street Fighter Il, the game 
let you know it. First, you'd have to read the victory 
taunts of your opponent while looking at a portrait 
of your character, bloodied and bruised. After that, 
Ominous music started to play as the deep-voiced 
announcer counted down to the end of your game. 
If you failed to cough up the cash to continue, the 
screen would turn black and white as your fighter 
let out his or her final wail. You lose. 


Up 


Pixar continued its streak of box-office smashes 
with their tenth critically-acclaimed animated hit, 
Up. Ed Asner voices 78-year-old balloon salesman 
Carl Fredricksen, who takes his house to the skies 
in search of a lost world. Reluctantly along for the 
trip is Russell, an 8-year-old Wilderness Explorer. 
Originally presented in theatrically in 3D, Up on 
Blu-ray includes a hi-def and digital copy of the 
film and a host of exclusive extras, including 
character studies, composer profile, Global 
Guardian Badge Game, and more. Directed by 
Peter Docter (Monsters, Inc. and scribe of Wall-E), 
the talking dog collar is a creation of genius. 


disneydvd.com 


$39.99 (2-Disc DVD); $29.99 (1-Disc DVD); $45.99 
(4-Disc Blu-ray Combo) 


THE LEGEND OF ZELDA 
MAJORA’S MASK 


lf the three-day countdown thrust upon the hero of 
Majora’s Mask reached its conclusion, the land of 
Termina would be crushed by the falling moon, with 
the game showing Link himself getting overcome 
by the fire, too. You’d then get a final lambasting 
from the Mask Salesman as he posthumously asked 
“You've met with a terrible fate, haven’t you?” Of 
course, for any of this to transpire, you’d have to 
be stupid, lazy, or morbid enough to not play the 
Song of Time and send Link back to the beginning of 
his adventure. 
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SUPER MARIO BROS. 


It's not epic. Nor does it fill you with fear or dread. 
Why do we love Super Mario Bros.’ “Game Over” 
screen so much? Simplicity and catchiness go along 
way. A scant six second song and a white “GAME 
OVER” text on a black background have become 
ingrained in the brains of gamers, many of whom 
had their first taste of gaming failure at the sight of 
that screen. 


NORTH BY NORTHWEST 

North by Northwest is the first Alfred Hitchcock 
(Psycho, The Birds) film to be released on Blu-ray, 
and Warner Home Video is remastering the film 
from the original VistaVision elements for its 50th 
anniversary. Essential Hitchcock hero Cary Grant 
plays Roger Thornhill, a Big Apple ad exec who 
is mistaken for a secret agent. What follows is a 
two-hour chase with some of film’s most memo- 
rable sequences, such as Grant being menaced by 
a crop duster and a nail-biting pursuit across Mt. 
Rushmore. The film’s final image is brilliant. Sup- 
plements include two new documentaries—The 
Master’s Touch: Hitchcock’s Signature Style and 
North by Northwest: One for the Ages. 
warnerhomevideo.com 

$24.98 (DVD); $34.99 (Blu-ray) 
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Sickest 
Video Game 
Parasites 


4. Las Plagas (Resident Evil 4 and 5) 
Origin: Prehistoric / undiscovered species 


Transmission vector: Injection (or inhala- 
tion) of Las Plagas spore 


You may already know that this prehis- 
toric parasite saved the Resident Evil se- 
ries by making the fourth game scary 
again. But you may not know that Las PI- 
agas has parallels to real-world parasites 
such as the Cordyceps in that it can affect 


the behavior of its host organism. 


7. Metroid (Metroid series) 


Origin: Alien; possibly a biological weapon 
created by an ancient race 


Transmission vector: Metroid larvae 


These globular, multiplying creatures 
are the overarching villains of the en- 
tire Metroid series, and have completely 
wiped out at least one planet. By latch- 
ing on like acommon leech, the vampiric 
Metroid can suck away its host’s “life en- 
ergy” quickly and fatally. 


3. Boreworm (Splatterhouse 3) 
Origin: Demonic / paranormal 
Transmission vector: Boreworm larva 


Splatterhouse 3’s grotesque parasite is 
responsible for one of the creepiest mis- 
sions in video game history: a race to 
save your wife while she’s being eaten 
alive from the inside-out. We’re hoping 
that sick scene will be recreated in 2010's 
3D remake. 


faiden 


(Mortal Kombat) 


Powers: Can shoot electricity from his fingertips. 
Allies: Loosely allied with the likes of Liu Kang and Johnny Cage. 


Family: In one of MKII’s Friendships, he has a child, “Kidd Thunder.” | 
Evolution: He’s gained stronger electric attacks in recent games, alongside 


a fancier wardrobe. 


catiag 


| Capable of amazing acrobatics. Cyborg body can absorb a lot of damage. 


6. Exocel (Cold Fear) 
Origin: Undiscovered deep sea species 


Transmission vector: Oral entry by “contami- 
nator” form 


While drilling for oil on a deep water 
platform, a Russian crew accidentally 
pumped up this unknown aquatic spe- 
cies. Dubbed the Exocel, these small 
creatures can infiltrate and control a liv- 
ing host of any species, including a killer 
whale. 


2. The Flood (Halo series) 


Origin: Unknown; alien origin suspected 


Transmission vector: Contact with a Flood 
Infection Form 


The chief baddies in the Halo series 
aren't the zealous Covenant, but a race 
of aliens known as The Flood. A highly 
parasitic viral creature of unknown age 
and origin, The Flood live only to grow 
and infect new life forms. 


5. Headcrab (Half-Life series) 
Origin: Transdimensional 
Transmission vector: Headcrab parasite 


Half-Life introduced players to these vile 
little beasts, and to this day they remain 
the most iconic, easily identifiable game 
parasite of all time. The headcrab origi- 
nated in a parallel dimension, only reach- 
ing Earth when the Black Mesa Research 
Facility tampered with quantum telepor- 
tation, triggering the infamous Reso- 
nance Cascade Scenario. 


1. Chestburster (Alien series) 
Origin: Alien 
Transmission vector: Facehugger implant 


You can thank the Alien series for this life- 
changing article, among countless other 
things. Alien’s vision of a horrific extra- 
terrestrial creature that “gestates inside 
a living human host” launched a million 
imitators and is, to this day, the model for 
the modern science-fiction parasite. 


s Alongside Colonel Campbell, he’s Snake’s best friend. 
Liquid Ocelot, Solidus Snake, and any form of Metal Gear. 
His most difficult mission is winning back the heart of his wife, Rose. 


s After earning scorn as a girly-man in MGS2, he went cyborg for 
MGS4, and has earned his own game in Rising. 


VIDEOGAME ZOMBIES... UNDEAD K 
IS LOOKING BRUTALLY STUPENDOUS. 
DESTRUCTOID = 


SEMI-COMICAL. SEMI-HORRIFI 
ACTION GAME FROM TECMG 


MATURE _ 
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WWW UNDEADKNIGHTSCOM TECMO PlayStationsPortable ESRB CONTENT RATING | www.estb.org 


Undead KnightsTM. ©2009 Tecmo, LID. Tecmo is a registered trademark of Tecmo, LTD. "PlayStation", the "PS" Family logo and “PSP” are registered trademarks of Sony Computer Entertainment Inc. Memory Stick Duo™ may be required (sold separately). The ratings icon is a trademark of the 
Entertainment Software Association. 
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All the gear, gadgets, and games any iPhone lover could wish for! 
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Up SOME a 


omeone you love or for you 


iHome iP1: we've seen a ton of iPhone and 
iPod docks come and go through our testing labs but the 
iP1 stood out thanks to its eye-catching glass-fronted 
design. It’s one of the few docks we’d proudly place in 
our living room. The fact that it features great audio 
quality is a sweet bonus. It also has a technology called 
Bongiovi Acoustics Digital Power Station which purports 
to improve audio performance. We have no idea how it 
works but we were impressed by the unit’s audio fidelity. 
The iP1 also haves component video out for playing 
video oes as well, heidi is a sweet AGN. 


udio.com/iPt-studio-se 


Pogo Stylus: The iPhone's touchscreen is 
an awesome little piece of technology; the fact that it 
can register our clumsy, greasy finger gestures makes 
it worth praising. But we still recommend the Pogo 
Stylus, a pen-shaped stylus that fits comfortably in 
your hand. It’s designed to help you do more than 
hunt-and-peck at your virtual keyboard. The tip is 
made of a non-abrasive material and works perfectly 
with the screen; also, say goodbye to grease marks! 
It even comes with a little clip that latches onto your 
iPhone, in case you want to keep it with you at all 
times. It’s a cheap and avardante sneaieres that will 
oa Line stay a aon ‘tenonedesign.com/ 
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mophie Juice Pack Air: the iPhone has pretty good battery life but we’re constantly running out 
of juice because we’re can’t go more than a few minutes without using our phones. That's why we love the mophie 
Juice Pack Air. It’s a rechargable battery pack that also doubles as a hard case. It'll keep your iPhone charged and 
ready to go over the long haul. Best of all, it adds just a tiny bit of bulk to the iPhone’s otherwise slim profile. And 
here's a little protip from PC World editor Darren Gladstone: use the mophie during the day when you're at work to 
preserve your iPhone’s battery then pap it off at da eis pale you hit the town. That way, you can have fun knowing 
you have a full charge to work with. mophie.com & 95 


Jawbone PRIME EarCandy Edition: Although they make you look like some sort of 
android, Bluetooth headsets have become a must-have peripheral, especially now that talking on a cell phone 
while driving is a big legal no-no. But just because you go hands-free doesn’t mean you have to look like a total 
dork. That’s why we love Jawbone’s EarCandy line. These amazing headsets not only offer crystal clear audio and 
sublime comfort but they come in a variety of eye-catching colors that really stand out. jawbone.com # $129.99 


GelaSkins: 
The iPhone has 
supermodel looks 
but what’s the fun in 
dating a hottie like 
Gisele Bundchen if 
everyone has a Gisele 
of their own? That's 
why we've decked 
out our iPhones with 
GelaSkins. These 
decorative films look amazing and feature eye-catching 
designs from talented artists. They also do a great job 

of protecting your iPhone from nicks and scratches. It’s 
an affordable way to give your iPhone a little personality 
and help it stand out from the crowd. Be sure to check 


Ultimate Ears TripleFi 10vi: 
We've been a big fan of Ultimate Ears for a while, 
having recommended them in past gift guides, but 
the 10vi’s might be the best thing they've ever sent us. 
These high-end (and we mean high-end) earbuds not 
only qualify as some of the best earbuds we've ever 
used, but they have a built-in mic for taking phone 
calls. Seriously, the sound quality is amazing and if 
you use your iPhone to listen to music, you cannot 

do better than the 10vi. The fact that you can also 

take calls on this thing is like topping the world’s best 
BLT with two extra slices of bacon. The only thing 

that makes us hesitate is the price: at $419.99, it’s not 
exactly cheap. But if you love music and you love your 
iPhone, this is without a doubt one of the best, if not 
the best, pair of earbuds you can buy. Heck, some of 
the editors at GamePro don’t even own iPhones and out the site for the full product line—they also have 
they'd still consider nies a pair. That’s how awesome skins for other models of a as well as consoles, 
they are. ultimateears.com @ $419.99 portables and laptops. gelaskins.cor 


$14.95 


10 Must-Have iPhone Apps 


Our iPhone app guru Derek Denlinger recommends the 10 essential apps every 


iPhone lover must have. Put these at the top of your iTunes queue right away and 
be sure to visit iPhone.blogfaction.com for the latest iPhone app reviews! 


geoDefense: Tower defense games NEW: ae a a ‘lhe Weather Channek: your 
are insanely popular on the iPhone and geo- as iPhone has a native weather app, but it leaves 
Defense is the best one around. Its frus- ‘ oapeag a little to be desired. This Weather Channel 

tratingly difficult yet addictive gameplay, Lam upamtes: 7409 945 su.cot offering goes much more in-depth, providing 


explosively glowing graphics and sick sound 
effects will devour your free time like a raven- 
ous jungle cat. It only costs a dollar, which is 
so low, you’re practically stealing it. 


detailed information about what's going in 
your atmosphere, including radar maps, hour- 
by-hour details, and video forecasts at the 
ready. Don’t leave the App Store without it. 


Feels Like 


Critic agsINQuUgntGaMes. COM & Hi 


Ragdoll Blaster: siaster is the 
first game from Backflip Studios, whose sec- 
ond effort, Paper Toss, is currently tearing 
things up in the free aisle at the App Store. It 
caused much less of a stir than its younger 
brother but Ragdoll Blaster is definitely the 


Peggle: Before hitting the App Store, 
Peggle had already earned a reputation as one 
of the most addictive casual games available 
for anumber of other platforms. But since 

its release for the iPhone and iPod touch, it 
seems the whole world has come down with 


star of the family. Firing hundreds of limp a righteous case of Peggle fever. The iPhone 
bodies out of a cannon over more than 100 version is overflowing with vivacious content 
levels makes it an instant classic. that acing never gets old. It should be 
backTiipstudios.com # $1.99 a native app. popcap.com # $4.99 


anal Shazam: Everybody has heard that 


awesome, unidentifiable song on the radio 


Pandora: Your iPhone will be incom- 


plete without this extension of the best thing 


or in the coffee shop and lost it forever into TheBeatles ~~ +tohappentoradio since the implementation 
the black hole of vanilla pop music, but that'll — of the volume knob. Through the work of the 
never happen to you again. Just download The English Beat Music Genome Project, Pandora analyzes 
Shazam, open it up within earshot of any re- Fis fide what already titillates your eardrums and pre- 
corded song, and you'll instantly learn the silences somes, dicts other stuff you'll like. It works great on 


artist, title, and anything else you could pos- 
led want to know about the track. 


shazvam. com i Free 


your iPhone, and it knows your musical tastes 
better than you do. pandora.com & Free 


Rolando 2: Rolando was one of the 
first notable titles to be released for the iP- 
hone, and its sequel serves up another 
satisfying cocktail of platform and puzzle ele- 
ments, as well as intensely adorable graphics 
and an infectiously funky soundtrack. It’s by 


Minigore: This brand new survival 


shooter is both cute and ferocious at the same 
time. Mow down hundreds of furries before 
they knock you down and collectively tear 

the flesh right off your bones. Boasting a su- 
perbly simple control scheme, sublime voice 


acting and a thrillingly anxious soundtrack, no means neal but Rolando 2 is worth euery 
aloe really i is the whole _—* penny. | jrolando2.ngmoco.com/ @ $9.99 
mtT ry YYyet miToOore at ISpo yf COMM: 8 +h 

ne dibs NYTimes: remember newspapers? Remote isa free app from Apple that 


Those cheap black-and-white stacks of paper 
that would smudge your fingers and tell 


allows you to control your iTunes library from 
any iPhone or iPod touch on the same wi-fi 

.. » | you what happened in the world yesterday? network. So, by connecting a few easy wires 

| Well, they’re getting a second wind, thanks rice)  youcan have your whole catalog of music at 
to NYTimes. This application from the New 4) Speakers your fingertips—not just 8, 16, or 32 GB of it. 
York Times Company turns your iPhone into Event poe should start looking for a new Ca- 

a much better reader than you would ever reer. apple.com @ Price: Free 

expect, delivering the same up-to-the-minute 
news stories, analysis, and commentary that Patio 
» you'd find every day in The Gray Lady. I< 
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Chip Maker Forecasts a Boost in 
Earnings 


SPAWN POINT 4 


EDITORIAL: 


BY DAVE RUDDEN, FEATURES 


L 


METAL GEAR SOLID 4: 
GUNS OF THE PATRIOTS 


METAL GEAR SOLID 2: 
SONS OF LIBERTY 


thought I’d use this space to express my 

(purely heterosexual) affection for one 
particular character: Raiden. And I’m not talking 
about the badass, half-cyborg killing machine 
Raiden that debuted in Metal Gear Solid 4: Guns 
of the Patriots and will be headlining his own 
game with Metal Gear Solid: Rising. I’m talking 
about the Raiden that gamers often bemoan for 
hijacking Metal Gear Solid 2’s story and stealing 
the spotlight from Solid Snake. 

It’s all a part of my history of sympathizing 
with “replacements.” There’s a lot to be said 
about replacing a role previously held by some- 
one revered and creating a new one in its place. 
Facing down the expectations of rabid fans takes 
a lot of cojones, and there’s something about that | 
can't help but have the utmost respect for. 


THE X-FACTOR 


There’s one particular character | can pinpoint 
this respect back to. After seven-and-a-half full 
seasons as the male lead on the hit sci-fi program 
The X-Files, David Duchovny decided to step away 
from his career-defining role as Fox Mulder. With 
fans still tuning in and the show’s story not yet fin- 
ished, the producers decided to cast a new actor 
as a new agent set to work for the X-Files’ divi- 
sion in Mulder’s stead. That character was John 
Doggett, played by Robert Patrick of Terminator 2: 
Judgment Day fame. 


W Metal Gear headlining this issue, | 


. 


MULDER DOGGETT 


While | was aware of the show throughout its 
tenure, | actually didn’t start watching the pro- 
gram until the time that Doggett came on the 
scene. Talking with fans, | got the impression that 
he was intensely disliked, and most of them hated 
him simply because he wasn’t Mulder. | was taken 
aback that people would dismiss a new character 
with plenty of story and personality, just because 


I LIKED RAIDEN 


MY HISTORY WITH HATED CHARACTERS 
EDITOR 


METAL GEAR SOLID: 
RISING 
a different character wasn’t around. I’d never say 


he was a better character than Mulder, but his 
presence was definitely welcome. 


THE COMEDY ANGLE 


Just last year | watched the entirety of the under- 
appreciated 1990's sitcom NewsRadio. | was told 
the show became nearly unwatchable during its 
final season, in which Jon Lovtiz joined the cast 
to fill the void left after the untimely death of Phil 
Hartman. Again, while | wouldn’t venture to say 
that Lovitz made the show better, he brought 
something different to the program and created 
something new that was still worth watching. 

Raiden’s debut in Metal Gear Solid 2: Sons of 
Liberty differed from just about every single char- 
acter change in media history in that it happened 
in the middle of the project, without the audience 
expecting it. After roughly two or three hours play- 
ing as Solid Snake, many gamers were surprised 
and angered to be thrust into the role of Raiden, a 
character that exhibited far fewer manly qualities 
as the series’ hero. 


RETHINKING RAIDEN 

Gamers were mislead about Snake’s role in the 
game, and they have every right to be angry at the 
developer, but | felt that far too many took it out on 
Raiden. Had the game served up a copy-and-paste 
character with the same qualities as Snake but 
called him by a different name, would that have 
appeased the fans? | applauded the ability of the 
Metal Gear Solid series to embrace a new protag- 
Oonist with a much different personality, without 
completely altering the great gameplay the series 
was known for. 

With most game series offering story-stagnant 
sequels, it was nice to see Metal Gear Solid shake 
things up with the addition of Raiden. Take a look 
at the character design of Altair in Assassin’s 
Creed, and Ezio in the sequel and how little has 
evolved. The male leads in the Resident Evil series 
have slowly become carbon copies of each other. 
While Raiden has changed as the Metal Gear fran- 
chise has progressed, to the point where fans are 
now accepting a game featuring him as the pro- 
tagonist, it wasn’t an easy transition. | know be- 
cause | was defending him the whole way. 


~/s STATICS /\~ 
| _- ga Shuman i 


.... Solid: Rising...Metal Gear Solid: Rising... 
Metal Gear Solid: Rising...e Map Pack 3 for 
Call of Duty: World at War is the best new 
game content I’ve played so far in 2009. It in- 
cludes the fourth (and final) Nazi Zombies co- 
operative play map, which is a masterpiece of 
gameplay design. It’s packed with more secrets, 
weapon upgrades, and quality co-op gameplay 
than games that sell for $60, but it’s dirt cheap 
at eight bucks. Developer Treyarch has clearly 
raised the bar on DLC quality, and it'll be a tall 
order for Infinity Ward to match them with COD: 
Modern Warfare 2 DLC...*If you have an iPhone, 
go grab “I Dig It” right away. It’s under a buck, 
and it’s an absolute blast. The gameplay is hard 
to explain, but imagine a Dig Dug mixed with 
Blaster Master from the NES days...e You know 
what? | think Ninja Gaiden Sigma 2 on the PS3 
looks better without all the gushing gore...e Got 
a hell of a response to my words last month 
about GameStop. Judging by the emails I’ve 
gotten so far, it seems like quite a few GamePro 
readers have their own gripes with GameStop, 
whether it’s getting used game sales crammed 
down their throat, receiving used (or scratched!) 
discs as new, and more. Obviously, some stores 
are better than others, and there are plenty of 
fine employees, but there seems to be a bit of 
a pattern here...e Best news I’ve heard all year: 
Ridley Scott will be directing a prequel to Alien. 
| guess there’s hope for the world after all...¢ In 
other news, I’m eager to see what happens 
with “Mortal Kombat 9.” Midway has been 
absorbed by Warner Bros. Interactive, and the 
Mortal Kombat team is hard at work on a follow- 
up to the surprisingly enjoyable MK vs. DC Uni- 
verse. A recent job listing noted that online play 
will be a central focus in the next game—a smart 
move—and series creator Ed Boon has hinted at 
a return to bloody form for the series...° | was 
pleasantly surprised by Briital Legend, despite 
my early skepticism. The multiplayer mode is 
fun and inventive, adding a dash of Warcraft- 
style strategy to the online killfests. | hope Jack 
Black, Tim Schafer, and the rest of the gang have 
a big hit on their hands...¢ Fall 2009 has been a 
little underwhelming for big games. But there's 
hope in early 2010, with promising games like 
BioShock 2, Splinter Cell: Conviction, and Sin- 
gularity slated for release early in the year. What 
are you looking forward to?...¢ Lost Planet 2... 
Lost Planet 2...Los... 
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CHICKEN OF THE SEA? 


Vehicles play an integral role in your journeys through the wasteland. 


RAGE 


A new leaf for id, a new frontier for the FPS genre. 


Xbox 360 


hen the term “id Software” is brought 

up, two images may come to mind. 

One is a space marine, complete with 
buzz cut and massive, cartoon-colored armor. 
The other is John Carmack, the biggest of id’s so- 
called “big brains” in Texas, talking about Mega- 
Textures and virtualization and whatever other 
great leap in graphics software he’s come up with 
the other day while showering. Somewhere in be- 
tween those two stereotypes lies Rage, at once 


ty a 


Rage will have its fair share of epic shootouts. 


a drastic departure for the developer (their first 
Original property since Quake in 1996!) and a re- 
assurance of sorts that, 16 years after Doom, id 
is still a pioneer in FPS gameplay, not just com- 
puter graphics. 


FUTURE SHOCK 


In the not-too-distant future, a giant asteroid has 
hit Earth, making things less than hospitable— 
in fact, pretty damn mean—for the remaining 


humans. Since Bruce Willis isn’t around to save 
us all, the governments of the world instead 
launched the Eden Program, which takes groups 
of 12 to 16 people and sends them underground 
to live in “arks” until things smooth over a bit on 
the surface. Everyone else, go ahead and eat all 
the Twinkies you like, because you’re dead. Sorry. 
But something hasn’t gone quite right—by the 
time you wake up, you're the last survivor on your 
ark, and as it turns out, a hell of a lot more people 
on the surface survived the asteroid impact than 
anyone guessed. Not all of them are unscathed, 
though. Some grew prehensile toes. And things. 
You start out Rage helpless, hapless, and al- 
most immediately victimized by bandits. Dan 
Hagar is kind enough to save your worthless life; 
he’s got a settlement going somewhere in the de- 
serted wastes, and for whatever reason, he sees 
you as worth more breathing than not. There is 
a destiny to fulfill, it seems. But you can worry 
about that later; for now, job one is to stay alive. 


GeT Your KICKS ON CANYON 66 

Managing the barren wasteland, reminiscent of 
the sand-colored, rocky terrain that dots New 
Mexico and western Texas, all but demands mo- 
tor transportation. You start Rage with a dinky 
little four-wheeler, but soon you'll get access 
to a wealth of upgrades. Here’s where Rage 
gets pretty darn un-id-like—driving, and racing, 
play a big role throughout your journey across 


The wasteland is filled with mutated abominations 


that didn’t quite die when the asteroid hit Earth. 


anarchist America. Cars in Rage can be fully up- 
graded at garages in towns, either with cash or 
the certificates you earn by winning the officially- 
sanctioned races you find. 

Being an id game, Rage naturally has the pis- 
tol, shotgun, and fancy sniper thingie; all the stan- 
dard FPS weapons you can think of. In addition, 
there’s a remarkable variety of weapons and other 
helping hands you can make at will, once you find 
a plan and the raw materials required to build 
‘em. Some standouts are the wingstick, a metallic 
boomerang good at incapacitating enemies from 
afar; a spider-droid robot that can both shoot en- 
emies and melee-attack them at close range; and 
a remote-controlled car loaded with explosives 
that can be detonated whenever you like. You can 
make as many of these as you want, so long as 
you can find the batteries and metal and such to 
create them. It’s in your best interest to explore 
the possibilities here, since id’s making an effort 


to throw as much spice into the FPS battles as pos- 
sible—you wanna blaze your way through Doom- 
style, that’s fine; you wanna go all stealthy, that’s 
fine; you wanna pretend to be Mad Max-meets- 
MacGyver and use the aforementioned fancy ro- 
bot droid devices to help you, no problem. 


l’vE BEEN THROUGH THE DESERT 
Hearing all this—dystopian future, ramshackle 
towns made out of scrap metal, large degrees of 
freedom—you may be forgiven for thinking that id 
is crafting a massive Fallout 3 ripoff here. Not so. 
Although the expanses of wasteland are freely ex- 
plorable (by and large) and you have a great deal 
of leeway in configuring your car and weapons, 
this is not really an RPG. Tim Willits calls id’s ap- 
proach here “open but directed.” You can explore 
around at will, yes, but you don’t have five squil- 
lion little quests littering your mind, competing for 
your attention at any given point. 


— 
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Another important difference between Rage 
and the free-wheeling RPGs that id parent com- 
pany Bethesda enjoys making: The emphasis is 
on fun over realism at all times. Rage, despite its 
newfound freedom from the dank corridors that 
defined (unfairly or not) id games of the past, is 
still a fast-action, shoot-first-ask-questions-later 
FPS at its core. Judging from my small taste of 
Rage, | feel that it’s fair to expect great things. 
The game moves fast, is breathlessly beauti- 
ful from start to finish, and presents a unified 
world that’s as fascinating as it is lovably dirty. 
What’s particularly surprising is that id is both 
sticking with what it knows best and simultane- 
ously breaking new ground in the FPS genre with 
this game. That deserves serious praise, and the 
sense of originality | found in my time with Rage 
tells me that this is, above all, not the id Soft- 
ware we've known for the past decade or so. 
—Kevin Gifford 


ockstar has a knack for shape-shifting their 

flagship series. They conjured up the 80’s 

drenched Vice City, the thug life-themed 
San Andreas, the “bikers gone wild” The Lost and 
Damned, and most recently The Ballad of Gay 
Tony. Though all these titles build on GTA games 
that came before, they’ve managed to stand on 
their own as great additions to the series, and its 
pretty clear now that episode numero dos for GTA 
IV is no one trick Tony...err, pony. To put it bluntly, 
The Ballad of Gay Tony is as hot as a stripper’s ass 
after 10 hours of Pilates with the depth to match. 


HAVE PARACHUTE, WILL TRAVEL 

The protagonist of The Ballad of Gay Tony is ac- 
tually not Gay Tony, but his business partner/ 
friend/bodyguard Luis. The people Luis works for 
are some of the richest mofos in Liberty City, and 
as such have very extravagant ways of getting 
around, and more importantly, getting their dirty 
work done. The _ helicopter-to-parachute-drop 
combo was used in the first mission | played, 
which tasked Luis with taking out the owner of a 
local hockey team. To put the drop on the owner, 
Luis had to sky dive out of a moving helicopter 
and parachute down onto the top of the hockey 
team’s business headquarters. After fighting my 
way through hordes of security guards | finally 


THEFT AUTO 
AALLAD OF GAY TC 


Gay Tony packs more over-the-top action movie mayhem than n 


IV: 


Here Luis navigates a moving train, and literally dismantles it with the help of a helicopter. 


found the owner. The cut-scene that followed 
involved Luis kicking the owner out of a nearby 
window to his death, jumping out the same win- 
dow (with parachute in tow, of course), and land- 
ing on top of a moving big rig to get the hell out 
while cops stormed the building. 

By far the most entertaining mission | played 
through involved navigating across a speed- 
ing train, attaching a helicopter rigged with a 
crane-like tool to one of the train cars, and fly- 
ing off with it. | wasn’t kidding when | said this 


episode is straight out of an over-the-top ac- 
tion flick. As you’d expect it wasn’t as easy as it 
sounds, with hordes of thugs attacking Luis from 
every direction. The moments before the heli- 
copter pick up were so epic that I'll leave it for 
you guys to discover, but suffice to say The Bal- 
lad of Gay Tony will whet your appetite for ac- 
tion. This also marks the first time Rockstar will 
allow gamers to replay completed missions, 
as they’ve snuck in a heaping spoonful of mini- 
achievements for the perfectionists. 
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BASE jumping is one of the new additions to Gay Tony. 


PACKING HEAT 


Aside from the skydiving-centric missions, the 
new episode introduces some brutal new fire- 
power to the GTAIV arsenal. The AA12 is an ex- 
plosive shotgun conceivably made to shoot holes 
in elephants, as | found it useful to easily take out 
brigades of vehicles and thugs without break- 
ing a sweat. Another great addition is the P-90, a 
submachine gun that | used excessively through- 
out the hockey owner assassination mission. 
Rockstar is also giving players immediate access 
to some destructive vehicles, like an army helicop- 
ter mounted with a giant .50 caliber gun. In case 
you were wondering, it has enough firepower to 
sink a luxury yacht and any security boats that 
might be guarding it. Yeah, you can do that in the 
Ballad of Gay Tony. 

There are also quite a few BASE jumping/ 
skydiving activities to supplement the main mis- 
sions; think Pilotwings gangster-style. The sky- 
diving mechanics are deep, with players having 
full control over Luis’ speed of falling and angle 
of movement. One mission | took a stab at had 
me guiding Luis through rings as he plummeted 
downward. Soft landing in the targeted area will 
be key to scoring high in these activities. Another 
such mission required Luis to land on the back of 
a moving big rig (see the hockey assassination 
mission). It’s nice to see Rockstar trying new vari- 
ations of GTA’s tried and true gameplay, and the 
best part is, it works. 

GTA fans may feel that Rockstar has squeezed 
every last drop out of their fourth main title, but 
Gay Tony may prove them otherwise. Now where 
did | leave my parachute...—Andy Burt 
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This screen shot is not from Modern Warfare 2’s Special Ops mode, but take 
a look at the new hi-resolution texture streaming technology that allows for 
larger environments and increased detail on the character models. 


CALL OF DUTY: 
MODERN WARFARE 2 


Laser sights scan overhead like a Terminator movie in the Gulag boiler room. 


Xbox 360 


nspired by the secret “Mile High Club” mission 
at the end of Call of Duty 4: Modern Warfare, 
Spec Ops levels in Modern Warfare 2 emphasize 
short, lightning-fast combat sequences. Activision 
was kind enough to give us a behind-closed-doors 
demonstration of Modern Warfare’s all-new Spe- 


cial Ops mission, the Gulag boiler room. 


BREACH & CLEAR 

In their current state, the Spec Ops missions are 
grouped into five categories, although Activision 
made it clear this might change as the game ap- 
proaches completion. As you succeed at the vari- 
Ous missions in each category and earn stars for 
higher difficulty levels, you unlock more Spec 
Ops missions. Each mission is single-player, two- 
player online cooperative, or split-screen co-op. 

The mission we got to watch was called 
“Breach & Clear,” and the objective was just that— 
to breach a tile-lined boiler room in the Gulag and 
clear it of enemies. Before we began playing, the 
developers told us that these missions were being 
designed to be “very difficult.” The gameplay we 
saw bore this out. 

As the mission started, we had a few quick mo- 
ments to select from a bevy of weapons. Given 
the room-clearing nature of the mission, we 
went with the automatic shotgun. Once selected, 


we used grenades to breach the building. Upon 
breaching, gameplay went into a short slow- 
down, quasi-bullet time mode. The developers 
told us this wouldn’t happen with every mission, 
but was a design decision for Breach & Clear. 


GULAG LASER TAG 


We expected to see bullets flying due to the close- 
quarters nature of combat in this area, but we 
were pleasantly surprised to see one cool aes- 
thetic touch inthis Spec Ops level: the over-the-top 
presence of laser scopes scanning everywhere. It 
was like something out of a Terminator movie. The 
room-clearing combat was super fast; you had to 
keep moving the entire time or you would die. 

The entire mission took less than five minutes. 
At one point, we rounded a corner and encoun- 
tered a series of soldiers armed with bullet-proof 
shields. After taking one of these guys out by 
flanking them, we were able to grab their shield 
and use it for our own defense. (You can also use it 
offensively by butting into enemies with it.) While 
this shield offered up a nice level of protection, we 
still took damage from behind. The mission finally 
ended with a mad dash for a hole in the floor at the 
end of the room. 

While we were disappointed to not see more 
gameplay from the campaign mode in Modern 


In Modern Warfare 2, laser sights scan over- 
head and the enemy waves keep rolling in. 
Push your way through the Gulag boiler room 
with the automatic shotgun and grab a riot 
shield to protect yourself while your co-op 
buddy watches your backside. 


Warfare 2, it was encouraging to see that Activision 
and Infinity Ward are pushing the traditional Call 
of Duty gameplay into some new realms. Addi- 
tionally, as huge fans of the Call of Duty: World 
at War’s Nazi Zombies mode, we have high 
hopes Infinity Ward will include a similar zombie- 
slaying Spec Ops mission in Modern Warfare 2. 
— George Jones 


In The Darkside Chronicles, your co-op partner can be attacked if you let zombies get too close. 
They'll appear in your view, unable to play until you shoot the nasty zombie attacking them. 


RESIDENT EVIL: 


THE DARKSIDE CHRONICLES 


he last time | checked in with Resident Evil: 

The Darkside Chronicles for the Nintendo 

Wii console, | had concerns about the shaky 
camera, an approach producer Masachika Ka- 
wata says creates a much bigger emphasis on 
horror and tension. The shaky camera tech- 
nique makes you feel as though you are actu- 
ally in the game, watching zombies rise from the 
grave through the eyes of the characters. Thank- 
fully, my concerns have been addressed as the 
shakiness has been toned down after some criti- 
cal feedback. Capcom reassures that the camera 
is most shaky at the start of the game when the 
characters see zombies for the first time and are 
very frightened. 


HONOR IN HEADSHOTS 

When you reach the police station, an early level 
which you'll recognize from Resident Evil 2, the 
camera is fluid and more smooth than jerky. By 
this point, protagonists Leon and Claire have en- 
countered quite a few zombies and their aim is 
much more steady. But how steady really depends 
on how well you can shoot. This is a shooter after 
all. Aim for the head to increase your points mul- 
tiplier. This will earn you a higher score and better 
ranking at the end of each level. 

Between popping zombie heads with the 
rapid-fire submachine gun or automatic shot- 
gun, shoot things in the environment to un- 
cover secrets. Things like paintings and flower 


vases can be destroyed to sometimes reveal hid- 
den items, such as more ammo, health herbs, 
money for weapon upgrades, and special Um- 
brella icons. The Umbrella tokens unlock various 
items in the main menu that include character 
art, movies, and items from previous Resident 
Evil games. 


MEDALS, TOKENS, AND ZOMBIES 
What’s more is The Darkside Chronicles has 
achievement medals and badges you can earn. 
For example, shoot 100 zombies in the head 
to earn a unique medal or find a specific num- 
ber of hidden Umbrella tokens. It may not be 
the same as flaunting Xbox 360 Achievements 
or PlayStation 3 Trophies online, but you'll still 
be able to brag to friends about which medals 
you've earned. 

With all these features and more, including 
online leaderboards, cooperative zombie slaying, 
alternate costumes, and the entirety of Resident 
Evil 2 and Code Veronica recreated into an on-rails 
shooter, | can deal with a few camera jitters. Hope- 
fully, you can too.—Travis Moses 
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amers who derisively call SmackDown vs. 

Raw the “Madden of Pro Wrestling” are 

actually paying it a huge complement. Ev- 
ery year, a handful of features are either spruced 
up or invented on the spot to satiate the raven- 
ous demands of millions of WWE addicts, and 
SmackDown vs. Raw 2010 is aimed at giving 
the people exactly what they want. In fact, THO 
showed us plenty of things to get excited about, 
like brand-new modes, better graphics and some 
bold new online features. 


WELCOME BACK TO RAW 

By far, the biggest change in SmackDown vs. 
Raw 2010 is downloadable content, and we’re 
not talking about the kind you have to shell out 
digital dollars for. No, in this year’s SvR, you'll 
be able to download anyone’s custom-created 
WWE Superstars, custom finishing moves, and 


aphics and beatdowns are coming back to the cing 


even other people’s ring entrances. And that’s 
just the tip of the iceberg. 

SvR 2010 is also introducing a new Superstar 
Threads mode, where players can create their 
own color schemes for the WWE roster. Want to 
put Randy Orton in rainbow colored spandex? 
You're the boss. Another new addition to the se- 
ries is WWE Story Designer, where gamers can 
finally write the script for their own storylines. 
It’s ridiculously detailed, as THO showed us that 
everything from the character animations to the 
in-game text is completely editable. Like the rest 
of the custom content in SvR, you can download 
other player’s WWE storylines to your console’s 
hard drive, and if you like them, you can give feed- 
back on a 5-star scale. We can’t wait to see the first 
WWE version of Hamlet. 


BIGGER, BETTER SMACKDOWN 
SmackDown vs. Raw 2010 has also stepped up their 
game in the technical department, which is pretty 
impressive for the amount of content we’ve seen 
so far. WWE's Create-a-Superstar mode has been 
built back up from scratch, with even more poly- 
gons and costume pieces. For once, everything 
from the boots to the wrist wraps have been mod- 
eled in actual 3D, so the custom wrestlers look just 
as good as the main WWE crew. And there’s still 
more content in the works, including six new Road 
to WrestleMania storylines and, at long last, a new 
WWE Diva story mode. 


We’re stunned at the amount of content in this 
year’s SmackDown vs. Raw, so let’s hope that it all 
measures up inside the ring.—McKinley Noble 


SvR’s 5 Most 
AWESOME FEATURES 


1. CREATE A SUPERSTAR 
This fan-favorite mode is sporting completely 
new parts, all crafted in full 3D. 


2. CREATE AN ENTRANCE 


After any match, players can record the best 
highlights for easy Titantron montages. 


3. WWE Story DESIGNER 


At long last, we can finally make our own High 
School Musical version of Monday Night Raw! 


4. CREATE A FINISHER 


This time, you can create insane diving moves, 
like a double-flip elbow drop. 


5. WWE SUPERSTAR THREADS 
It's a fan's dream come true: pink spandex 
for everybody! 


In Silent Hill: Shattered Memories, you play as Harry Mason and experience horror first hand. The 
way you deal with it affects your story and the baddies course of action. 


he grainy screen in front of you provides 

nothing but the occasional static line. 

There’s a therapist stationed in front of you 
with a cold drink and a form for you to fill out. The 
list of questions on the form range from whether 
or not you've ever cheated on a partner, to if you 
require a drink in order to relax. This test, known 
as the Labeled Garner Sobel Personality Inven- 
tory Form, may seem unnecessary but that sheet 
of paper marks the beginning of your journey into 
the twisted world of Silent Hill. 


BLOOD AND SNOW 


You awake in a new world with furious snow and 
a freshly crashed vehicle...plus your daughter 
Cheryl is missing. If only the misfortune ended 
there for Harry Mason, the weathered protagonist 
of Shattered Memories. As you begin to explore 
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the barren town with your handy flashlight, ice de- 
cides to come up from the ground and block off 
any visible exit with the exception of a lonesome 
door. Opening that door is the mistake of your life 
but is completely unavoidable. Upon entering you 
see horrible creatures ready to smother you with 
their evil. As you encounter your first skin covered 
demon it becomes apparent that your only line of 
defense is to try and shake them off. 


HUGS FOR NASTIES 

Avoid bear hugs from the aforementioned creepy 
naked nasties on your way to finding your daugh- 
ter because it will only end in death. Monsters 
in the beginning of Shattered Memories can't 
be killed so you can only use what is at your dis- 
posable, which isn’t much. Your hands are your 
only friends in this matter, and you'll need them 


REPARE 
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at every turn. As you run like a bat out of hell nar- 
rowly avoiding touchy feely creeps, you can push 
objects in their path and climb to higher ground. 
There is also the option to hide in cabinets but that 
didn’t seem to work out too well for me; as you 
know, monsters are the best at hide-and-go-eat. | 
barely made it out of these horrific situations alive, 
and the demo build only allowed me to scratch the 
surface of this creepy title. If you can stomach the 
terror, put Silent Hill: Shattered Memories on your 
survival-horror radar ASAP.—Heather Bartron 
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MARIO & SONIC AT THE OLYMPIC WINTER GAMES 
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f you were to take Wii Sports and replace 

all the minigames with snow activities, then 

you would have Mario & Sonic at the Olym- 
pic Winter Games. In the new Sega and Nintendo 
collaboration, Mario and Sonic compete in a vari- 
ety of activities from the Winter Olympic Games 
in Vancouver 2010. There’s downhill skiing, bob- 
sledding, ice hockey, ski cross racing, snowboard 
cross racing, and more. 

As you might expect, the activities are easy 
to pick up and play for children. For example, 
the controls for downhill skiing and bobsleigh- 
ing are as simple as steering the Wii Remote left 
and right to control your direction. It’s not until 


FAIRYTALE FIGHTS 
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the later snowy competitions, such as ski and 
snowboard cross racing, when the difficulty and 
control-awareness ramps up. For instance, ski 
cross racing is like Mario Kart in you're compet- 
ing with multiple challengers on the track and 
power-up items can give you the lead as well as 
take it away. What’s more is you'll need to bal- 
ance steering, jumping, performing tricks, offen- 
sive, and defensive powerup items. 

From the handful of activities | played, ice 
hockey was the only competition that stood 
out of the crowd. Imagine a simplified Su- 
per Mario Strikers on ice without powerups. 
In ice hockey, pass the puck around to build 
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power and shake the Wii Remote downward 
to shoot. On defense, shaking the Wii Remote 
body checks your opponent but will cost you a 
brief moment of stumbling and reduced speed. 
Hopefully ice hockey won't be the only compe- 
tition to change up the speed from non-stop 
downhill racing. 

Mario & Sonic at the Olympic Winter Games 
features 10 characters from the Mario and Sonic 
universes, including Luigi, Princess Peach, 
Knuckles, Donkey Kong, and Metal Sonic just to 
name a few. Play cooperatively or competitively 
with friends in the various events as you race for 
the gold.—Travis Moses 
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o you often reminisce about fairy tales 
D from your childhood? Do you take yearly 

vacations to Disneyland? Is your idea of a 
fun night getting into pajamas and turning on a 
G-rated kiddie flick? If you answered yes to any 
of these questions, you should probably avoid 
Fairytale Fights. This hack-n-slash adventure will 
destroy your memory of those cute little fantasy 
characters from your younger years, and in its 
place will be a deluge of blood, a pile of limbs, 
and a whole lot of sadist laughs. 


COLORFUL MURDER 

Fairytale Fights allows players to choose one of 
four classic fantasy characters, such as Little Red 
Riding Hood or Beanstalk Jack, and travel across 
a colorful fantasy land chopping, slicing, crush- 
ing, and beheading anyone who gets in their 
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way. Along the way they'll meet and see many 
recognizable characters from classic fantasy (al- 
beit quite a bit more twisted than they were orig- 
inally), and developers Playlogic have gone all 
out in creating locales that will be instantly fa- 
miliar to anyone who's ever read a fairy tale, and 
the bright, colorful backdrops are a great con- 
trast to the amount of blood you'll spill through 
the game. 

Aside from the colorful setting, one thing that 
sets Fairytale Fights apart from other hack-n- 
slash games is its extremely detailed slicing and 
dicing mechanics, or as Playlogic likes to put it, 
“Salami Violence.” At certain times during com- 
bat characters will be able to engage in an up 
close and personal fairy tale murder, whether it 
be through slicing an enemy to pieces or crush- 
ing every bone in their body. During these “glory 
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attacks” a portion of the screen shows the en- 
emy up close, and every action you pull off is im- 
peccably detailed. Additionally, magic potions 
allow for some nice skin melting, searing, and 
disintegrating. Put simply, if there’s a way you 
want to kill an enemy, you'll most likely find it in 
Fairytale Fights. 

One of the coolest levels | had a chance to play 
found Mrs. Giant (wife of the Giant from Jack and 
the Beanstock) roaming around in the background 
of a huge kitchen, and between killing off hordes of 
enemies around me | had to avoid being smashed 
by her big sweaty hands. The scale of Mrs. Giant 
was impressive, and the level of detail put into 
the kitchen level was really amazing. While | wait 
for Fairytale Fights I'll be reading plenty of classic 
tales in preparation, and | advise you do the same. 
—Andy Burt 
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AN ALL-POWERFUL MEGA, SPACE NINJA... 
You MUST BE Like Te RULER of The UNIVERSE 


A COMPLIMENT? Sure. 
BuT Not IF You HATE RULING The Universe. 
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Inside the offices of Kojima Productions, 
an intemal war nas erupted between 
two citferent Metal Gear Solid teams 


n inter-office competition is brewing 
between the two development teams work- 
ing on Hideo Kojima’s next Metal Gear proj- 
ects. On one side of Kojima Productions the 
PSP team is hard at work on Metal Gear Solid: Peace 
Walker. On the other side is a team of high-level game 
designers creating Metal Gear Solid: Rising. “They are 
not good friends right now,” said Kojima, “the PSP 
team is working day and night to make Peace Walker 
even better than Metal Gear Solid 4.” 

This means Konami's Metal Gear Solid: Peace 
Walker just might be the best PSP game in the Metal 
Gear Solid portable series. We can already see Peace 
Walker treading new ground in cooperative gaming 


and outshining the best of the best handheld games 
with better-than-expected graphics and endless 
replayability. 

“It’s really interesting for me to watch the team 
right now,” said Kojima as he reflected upon Kojima 
Productions’ past, present, and future. His produc- 
tion studio has grown four times in size to staff up for 
Metal Gear Solid 4, Peace Walker, and Rising. “We al- 
ways want to go to the next step beyond,” said Kojima, 
“and how we go up a step is really a big job actually.” 

Based on what we've seen, Metal Gear Solid: Peace 
Walker is that next big step, a true sequel in the Metal 
Gear saga that’s breaking new ground on the PSP. 
(And Metal Gear Rising sounds pretty cool also.) => 
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KOJIMA’S CIVIL WAR 


It Won't take four-players to take down this 
Metal Gear monster, but it surely wouldn't hurt. 


Four Snakes are 

Better Than One 

Enter Metal Gear Solid: Peace Walker, a co- 
operative stealth-action game for the PSP 
that will make even Gears of War creator Cliff 
Bleszinski scratch his chin. It’s time to re- 
think what you can do with a buddy in co-op 
modes, and Hideo Kojima is the mastermind 
to break the mold. So grab three of your 
friends and link up to stop the threat of im- 
pending nuclear war, because it will take four 
Snakes to tackle Kojima’s next big mission. 

Obviously the focus of Metal Gear Solid: 
Peace Walker is cooperative gameplay, with 
four users linked and working together. To- 
day, games like Gears of War 2 and Call of 
Duty: Modern Warfare 2 offer a co-op mode 
for buddies to play together. However, how 
you interact with each other is elementary 
compared to what you’re able to do in Peace 
Walker. “It’s not just your normal co-op 
gameplay,” said Kojima, “| wanted to imple- 
ment more, like a relationship that you’re 
really linked together.” For example, coor- 
dinating to shoot the same Locust enemy in 
Gears of War to deal increased damage is 
cool, but synchronized snaking behind your 
buddy to cover his backside while sharing 
ammo and armor is awesome. 

Peace Walker is taking cooperative inter- 
action to the next step with a number of in- 
novative features. First, surrounding your 
character is a ring similar to the frequency ra- 
dar ring from Metal Gear Solid 4, and within 
that ring you can perform loads of coopera- 
tive actions with your friends. Kojima calls 
the area within the ring the “co-op area.” 
Combine the rings to increase the radius in 
which you can interact. 
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You can do a number of things with your 
in-game buddy and gain more passive ben- 
efits. As an example, when you enter the 
co-op ring of another player your life bars 
combine. “They will be united as one,” ex- 
plained Kojima. You can also share and trade 
items when you're in the co-op area. Kojima 
gave the example that “if you have one item 
and | don't, | can still use it and borrow from 
you.” You can share items like health rations 
and weapon ammo, so long are you are us- 
ing the same weapons and have the appropri- 
ate ammo type. 

Tagging is another new feature in Peace 
Walker that gamers haven't seen in a Metal Gear 
game before. You can tag an enemy that your 
co-op partners can't see, and then you can all 
share the location of the enemy. For instance, if 


you're view is obstructed by a smoke grenade 
during an intense shootout but another player 

in a different location can see just fine, he can 
tag enemies and a red icon will show above their 
heads. Even though you can’t see the enemy 
through the smoke, you can shoot below the red 
arrow to hit the tagged target. 


Snake and Bake 


United health, sharing items, and tagging en- 
emies are nifty co-op features, but the biggest 
innovation in Peace Walker is called “Snaking.” 
It’s the act of locking in with your buddy and au- 
tomatically trailing behind him, moving together 
as asingle unit. “We named this action snaking 
because in actual real-life military, like Special 
Forces, you cannot speak to each other,” ex- 
plained Kojima, “you have this body language 
of touching, such as putting a hand on the shoul- 
der, and create a snake formation.” 

What happens in snaking is, if you press one 
button near a buddy you will put a hand on his 
shoulder and link up. One of you becomes the 
leader and he is in total control of both play- 
ers’ movements. For example, when the leader 
sneaks up behind a wall the following player 
will perform the same action. If you’re in the 
back you still have control of the camera and 
can even fire weapons. But just like in reality, 
the speed at which you move is affected by how 
much ammo you're carrying. If you're snaking 
with a buddy, however, the second player moves 
at the same speed of the first player. 


Distinguishing Twins 

At the beginning of every mission, you can 
choose between different character classes, so 
to speak. Kojima calls them Battle Snake and 
Naked Snake. “Because one is really good for 
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Enter the co-op ring surrounding another player to perform a variety of cooperative actions, 
such as trading weapons and sharing health rations. 


In co-op mode, one of you can act as a distraction as your friend sneaks up behind enemies. 


stealth and you don’t make foot 
sounds,” he described, “but some 
missions you might want lots 

of ammo. As a tradeoff, [Battle 
Snake] will make more noise when 
you walk.” 

When you’re playing solo, you 
can decide which class is best for 
the current mission. In co-op mode, 
you can play a little different. For 
instance, you can tell your buddy 
that you want to be the stealthy Na- 
ked Snake and he should be Battle 
Snake. That way if the enemy spots 
you, you can borrow from his mas- 
sive ammo supply. 

Let's imagine that combina- 
tion of team Naked Snake and 
Battle Snake wasn’t the best idea. 
One of you takes too much dam- 
age and falls in battle. In co-op 
mode, you can’t die. “Well, if you 
fall from a very high cliff you might 
die,” laughed Kojima, “but there is 
no game over.” When your health 
reaches zero, you pass out and 
must wait for recovery. Hopefully 
you will play nice and share ammo, 
that way a buddy will come over to 
perform CPR and recover you. Fall- 
ing in battle can be huge hassle for 
your team, so choose your combi- 
nation of character classes wisely 
per mission. 


Nukes Hang 
Overhead 

With all that Peace Walker has to 
offer as a gameplay experience, 
fans of the Metal Gear Solid series 
will also be pleased with the story. 
“It’s the actual, real sequel of the 
Metal Gear saga franchise,” said 
Kojima, “It’s not a spinoff or any- 
thing.” Peace Walker takes place 
ten years after the events of Metal 
Gear Solid 3: Snake Eater and four 
years after Portable Ops. 

There’s still a lot of work ahead 
for the PSP team at Kojima Pro- 
ductions before Peace Walker re- 
leases in 2010. “We're trying to be 
very greedy even though it’s a PSP 
game,” said Kojima, “We're trying 
to punch in as much as possible.” 
Alongside all the new coopera- 
tive features, customizable armor 
and weapons, there’s even a battle 
mode for players to duke it out in 
1v1 or 2v2 matches. 

The wait will be long and we 
know mastermind Hideo Kojima 
will continue to tease us with new 
info, game trailers, and screen- 
shots. But we should stay calm, 
revisit Metal Gear Solid 3, Portable 
Ops, and even walk peacefully over 
to your closest retailer and pre- 
order what looks to be one of the 
best PSP games ever, Metal Gear 
Solid: Peace Walker. 

—Travis Moses 
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TACTICAL CO-OPS 
6 ways to team up to perform a variety of useful cooperative actions. 
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. TAGGING ENEMIES: Tag enemies to call out their position. For example, if ARMOR TYPES: Choose between different character class armor types be- 


one of your buddies has a clear view of the battlefield and you don’t, then fore each mission. Naked Snake, for example, is light on his feet. He carries 
he can tag enemies with a red icon so everyone can share where those en- minimal ammo, but makes less noise and moves much more quickly. Battle 
__ emies are. In the trailer released during GamesCom, asmoke grenadeob- = Snake, on the other hand, is battle hardened and cancarrymoreammo.He —_| 
structs the view of one player completely, but thanks to the redtagiconhe | moves more slowly, however. When playing solo, you'll wanttochoosethe —_— 
shoots below the icon and nails the target. right Snake for the mission at hand. 
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REVIVE: When a comrade falls in battle he is down but not out. In co-op 
- mode, a fallen player is merely knocked unconscious and can be revived by ing a single button when you're in the co-op ring ofa buddy, youwillenter 


one of his buddies. There is technically no game over, according to Hideo snaking. When snaking, one player leads in front and is in control of both 
Kojima. Revive co-op partners by performing CPR. You'll be vulnerable player's movements and stealthy actions, such as leaning against a wall. 
to attacks when reviving, so wait until the firefight is over or request riot Snaking is the idea that a Special Forces squad moves as a single unit. 


shield protection from a buddy. 
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'2NAKED SNAKE 


TRADING: Share items, weapons and ammo with your buddies. To trade BACK-TO-BACK: Cover your buddy’s back when snaking and he'll surely 


and share items, simply get inside the co-op ring of another player and cover yours. Although the player following the leader cannot move, he can 
“you can exchange items freely within that ring,” said Kojima, This will freely look around and fire weapons. You'llalsobeabletoshareammo | 
unite the two of you as a single unit who can share even health during de- — when snaking, so fire away and keep moving. What's moreis, BattleSnake 


manding shootouts. carries more ammo than the stealthy Naked Snake and therefore moves 


more slowly, but when Naked Snake leads in snake formation both players 


will move at the same increased speed. 
CONTINUED> | 
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Prepare for scream-out-Joud 
- ‘thrills! The terror of ‘the 
hit movies comes homel 
Use 'the Wii Remote™ as your 
flashlight if you dare to 
explore the disturbingly 
detdiled stages. 


Let a friend for enemy) play 
and watch ‘them jump! 

Or use a second corttroller 

to trigger instant fights! 
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Use your buddy as a stepping-stone to reach higher ground. 
You can also uses the series’ staple cardboard boxes. 


WORLD EXCLUSIVE: 
Peace Walker vs. Rising 


One final question with Kojima opened a can of worms of Peace aaeee vs. RISING. 


etails about Metal Gear Solid: 
Rising are scare to say the least. 
Kojima, the king of hype and 
mystery, is keeping a tight lid 

on what he’s calling the “next generation 
Metal Gear Solid 5.” All we know is that 
the usual series’ tagline, “Tactical Espio- 
nage Action,” has been replaced by “Light- 
ning Bolt Action,” which fits perfectly with 
Raiden’s ultra speedy ninja skills. Specula- 
tion leads us to believe that Rising will turn 
the tides of the usual slower stealth-action 
gameplay into something much faster akin 
to God of War or Devil May Cry. 


How is the progress on Metal Gear Solid: 
Rising going? 


KOJIMA: We're at an experiment level right now. 
But let me give you a hint at what's happening at 
KJP [Kojima Productions] right now. What we're 
doing is making totally new, not just an overhaul, 
engines and A.I|.s and things like that. Even the 
management and team formations that we have 
at Kojima Productions are changing around. The 
core of it is, of course, the Rising team. So they’re 
doing a lot of high-level stuff with great staffs. 
And that doesn’t mean the guys who are making 
PSP are the shitty staffs...it’s not that. However, SS ee .. 
we have the core team who is doing real high- Quite obviously you can hold up doors for your co-op buddy to sneak under. 


CONTINUED 


CONOQUERTHE ARTOF WAR 


Enter a world of stunning, photo-realistic 


imagery by famed artist Hyung-tae Kim in a deep, 


dynamic role-playing experience that blends strategic 


turn-based battle and real-time gameplay. 


Fantasy Violence 
Mild Language 
Mild Suggestive Themes scart” ts Bemark af NAMCO RANDA! Games Ine, & SOF TMAX ; 
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Sneaky Snakes should coordinate to take down enemies. You'll encounter 
fresh situations in Peace Walker that are exclusively outfitted for co-op play. 


es 


Peace Walker features both over-the-shoulder and traditional MGS-style 
shooting views. 


level experiments and alongside we have the 
PSP team, which are not really good friends 
right now. But in Kojima Productions and with 
Rising that is what’s happening right now. 

The reason why | say they are not good 
friends is because the PSP is working day and 
night to make it even better than MGS4, but of 
course they can’t do it because of a lot of re- 
strictions. On the other hand, you see the Ris- 
ing team who are using loads of money and 
loads of capacity and hardware specs. If you 
could imagine the PSP team looking at the 
Rising team saying, they have all the money 
and specs. That’s the one reason why they are 
not good friends. 

It’s interesting for me to see the teams act 
in this way. This was never before because it 
was always just one small team. Now we are 
much bigger. So it’s really interesting for me 
to watch the team right now. 


You're saying there is an internal 
competition? 


Well, we are creating a trailer for PSP like 
crazy. We give our best and think we do great, 
it looks great. But when we look at the MGS: 
Rising team we say, should we really keep cre- 
ating PSP, because the Rising graphics are so 
high quality. 
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, GENERATION 
A NEN Ww DESTINY 


After two and a half years of intense 
training, Naruto returns to find that 
everyone s been promoted up the 
ninja ranks—except him. Naruto may 
be older, but is he wiser or stronger? 


Digital Editions also available on: 


4. C LA. é | 
@ itunes amazon.com Rie oe 
: Network 


RATED e 


© 2002 MASASHI KISHIMOTO / 2007 SHIPPUDEN 
All Rights Reserved. 
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KOJIMA’S CIVIL WAR 


Interview with 
a Niastermiund 


The master game designer talks Peace Walker, multiplayer 
gaming, and more with GamePro's Travis Moses. 


This picture is funny because after three attempts at getting the camera to focus properly and flash, 
Kojima is no longer smiling. And Travis is recovering from a black eye. Ha ha. 


ideo Kojima appears to be a hum- 
ei ble man, almost shy, speaking only 

when spoken to. Instead of a tradi- 

tional business suit, he dresses ca- 
sually in screen-printed t-shirts and faded blue 
jeans. There’s an air of stillness in his presence 
and yet you know he’s serious business—an ac- 
cute stature that running a 200-person produc- 
tion studio might attribute to. We met up with 
Hideo Kojima at GamesCom, Germany’s mas- 
sive video game consumer convention, to try 
and squeeze as many details out of him as we 
could in thirty minutes. It wasn’t until the very 
end of the interview when he cracked a joke 
and smiled. 


What’s the significance of the name Peace 
Walker? KOJIMA: The setting of Peace Walker is 
in 1974. As in all the Metal Gear Solid series, it’s 
about anti-war and anti-nuke. If you could imag- 
ine 1974, it’s during the time of the Cold War and 
also nuclear weapons as deterrents. And under 
nuclear missiles there was a kind of peace, be- 
cause of the deterrents at that time. | wanted to 
recreate that age, and really give the players a 
message that sometimes the meaning of peace 
changes. Also, what is peace really? Hence the 
title Peace Walker. 


Does the difficulty scale with the number of 
players that are added in co-op? |'m stil! adjust- 
ing the difficulty. Even though the co-op seems 
really fun, if | adjust all the difficulty setting 


“Its some- 
thins that 


Alfred 
Hitchcock 
Clicl in his 
movies. 


based on co-op then the first solo play might not 
be as fun. So what I’m thinking is the basic game 
is played by yourself in solo, and then you'll find 
different fun, more fun elements if you play with 
your friends. That’s the thinking | have right now. 


How do you implement the humor that you do 

in your games? To implement humor is really to 
change the tension. This is a stealth-action game 
where the user is playing hours and hours of 
high tension. In order to kind of tighten the rope 
of stress or tension we need to kind of loosen 
that up a bit. That’s why | implement humor here 
and there. This is nothing really new. It’s some- 
thing that Alfred Hitchcock did in his movies. 
You can't keep the high tension at a max level all 
the time; you have to loosen it up to bring up the 
tension again. 


Casting Call: 
Metal Gear 
Solid: The 


Niovie 


GamePro casts the 
all-star look-alike 


for a movie adaptation | 
ot Metal Gear Solid. LL 


up 


Christian Bale’s elena al l¢ 
talent make him the perfect | fit for 
Snake, old and young. 


Daniel Day Lewis as 


Revolver Ocelot 
Imagine Daniel Day Lewis fro 
There Will Be Blood wit i 
Knack for revolver ‘ins a 


Leonardo DiCapr‘ 
Leonardo's baby face and tale 
scenes fit perfectly with Raide 
and demeanor. 


Meryl's ks St No ale 
from Metal Gear Solid 4. 


ie Bi - A 


ROCKBAND” 


Mild Lyrics 
Tobacco Reference 


Not Rated 
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Simply take the letters from the blue shaded cells and combine them to form 
the name of a Beatles Album. Submit this answer along with your contact 


information to be entered for achanceto winacopyof The Beatles: Rock Band or 
the complete Beatles Box Set on CD. Head over to GamePro.com/Beatles today! 


ACROSS 38. Clutching forks and knives to 12. She’s one of the lonely people 
; ea ee eee their bacon (her initials) 

1. Beatles’ label before Apple 

39. Looking througha glass 14. Sunday morning creep in 
5. I’m tired like a 


7. John’ -— ] 40. Ob-La-Di, Ob-La-___ a 
. John’s mother’s name, a song title 45. I Taline 

—" 41. When the Beatles were tots, this : © = 6 
9 .What Sean, Dhani, James, and was slang for a German 18. Dear Prudence’s famous sister, 
Zak have in common: each is a Barrow 
Beatle’s 42.Vll allmylovingto you {| ~~ 

19. She took the nude photo of John 

10. You should see __ Pam 45. Now she and her man, who [ J 


mallad havnnalt & Yoko for the cover of Rolling Stone: 
13 Base called himself __helbewite 


46. Where Rocky Raccoon’s doctor 20.8 Lh. weticet 
gener inwhic : ' . Beatles homeland (abbreviation) 
16. Phase one, in which _____ proceeded to lie:on the 
gets her oats (spoken) 24. John 
17. oe sameness DOWN 26. Nineteen for me, ‘cos I’m the 
21.Get__—_—_—s_, Loretta —— 
1. It’s a steady job, but he wants to wibine3 st 
22.Back she tigen oe YJ 27. Love has _ habit 
; : of disappearing overnight 
23. Was Lennon the oldest Beatle? 2. Filling me up with your__— > 2S. You surits your 
25.lsawher____ there 3.Undertheseainan | : 30.1 the Walrus 
28. I’m coming down fast but don’t : ae -_ ItB 
letme you 1B? en | 3h 2 
- 4. Lennon’s 1964 book, “In His N a ee 
29. Mode of Indian music that : Write” ip W here George Harrison died 
influenced Harrison sss seh : (abbreviation) 
5. Only a Northern aie 4 
31. ———s can workit out ; ” eae ‘ 35.____ma belle 
- 6. My mind is the blink a ee, ee 
32. Whose silver hammer was it? — 42. 1947 Gene Autry song that 
— ”. Hey the Beatles recorded: “Here Comes 
36. for your life if you can, Be CCS ed Claus” 
little girl 8. Paul’s first wife 
= —_ 43. Baby, youcan___—_—smy car 
37. H__ Queen Elizabeth II 11. What Patti, Cynthia, Maureen, 
(a pretty nice girl, but she doesn't and Jane have in common: each is a 44. I ne ______just to dance 
have a lot to say) Beatles with you 


Treacherous jungles, rampant four-player co-op, and a 
100-foot man devouring prehistoric sand worm that’ll _ 


ll ; 


_ make your blood congeal. By Patrick Shaw a 
-— ' = fr. oe s “a : ‘ } | = | ae / 


serious “fib repower. 


moment you see Lost Planet The scene was reminiscent of the fifth at 

2 with your own eyes that it’s profoundly _ nal act from the original Gears of War, only with | 
more ambitious than its predecessor and more polished graphics and with ‘so Aething | 
brings the series in a refreshing new direc- much more horrifying aboa d the train tha’ just 

tion. From the rich environments you can enemy infantry. _ 
explore, which are infinitely more interesting than lf you remember Los Planet 2 Ss 
the repetitive frozen locales of the original, to the ice worm known as Green Eye, due to the glow- 
riveting and potentially Gears of War squashing i d 
four-player coop support, Lost Planet 2 seeks to 
deliver in most ways the first game didnot. __ 


As if to emphasize the franchise's bold n 
Capcom kicked off my exclusive look 
Planet 2 by unveiling the third | episode c oft | 


gan with hee players gs a tain rus 
rocky mountains, tornados and arid sé 


_ out of the sand. That's the Red Eye. 


ve ter like this one. 
© work fast, shooting at a 


Nov 2009 // 


el oe aes a 
iasanines if the Sicgining ‘Saliaee pit monster om 
Return of the Jedi was 20 times bigger and could rise 


2 diam 


nly phase one in this blisteringly intense show- 
! fter wounding the colossal sand worm, it 
urfaced 10 times as pissed off as before. 

This time, however, players had to devise 
a new strategy to kill Red Eye and this is where 
those co-op roles came into play. As two players 
frantically loaded jumbo ammunition shells into 
a mammoth cannon mounted on one of the train 
cars, another player jumped on top of the giant 
gun and aimed it directly at the slithering beast’s 
blood red eyes. 


nimation that looked 6 sO painful it literally made 
me cringe. 


Aside from the absorbing desert level, | also 
got my first taste of Lost Planet 2’s competi- 
tive multiplayer, which was featured in the orig- 
inal Lost Planet but has since been completely 
overhauled with an insane amount of character 
customization options and a new career rank sys- 
tem. | jumped right in to the jungle map first un- 
veiled in the E3 2009 trailer, which is full of areas to 
hide in and pull a peek-a-boo on your unsuspect- 
ing foes such as the crumbling wreckage of build- 
ings littered throughout the sprawling jungle. 

Palm trees, tropical plants, surging rivers, 
and decaying buildings, pepper the Jungle stage 
which proved to be the ideal battleground for snip- 
ing from high locations and for engaging in mech 
combat due to the confined areas it still had de- 
spite its overall massiveness. | also got to try out 
the new shield that inhibits you from using weap- 
ons while wielding it, but allows you to shield your 
allies from enemy attacks. 


From vital suits that can stop massive cannon blasts 
to ones that can jump 20 feet in the air, there’s no 
shortage of metal mechs to ride in Lost Planet 2. 


Is that a Big Daddy? No. It’s one of ahundreds of Lost” 
Planet 2's different playable custom characters. 


People who loved the ranking systems fea- 
tured in shooter giants like Call of Duty and Kill- 
zone 2 will appreciate the robust leveling up 
system in LP2, which awards the player points 
as they participate in both multiplayer and the 
main campaign. 

When Capcom boasts that they’re packing 
on “a ton” of character customization options 
for Lost Planet 2’s multiplayer, they aren’t exag- 
gerating one bit. In fact, the myriad of ways you 
can assemble your own soldier as if you were Dr. 
Frankenstein, is nothing short of staggering. You 
can customize everything from heads, legs, arms, 
backpacks, torsos, and weapons. 

It’s really up to you what your character looks 
like, which can be anything from a half-naked 
babe sporting dreadlocks and knee high boots, to 
a fat, tattoo-ridden guy wearing a Big Daddy-like 
deep sea diver helmet, to a character that resem- 
bles a Tusken Raider from Star Wars. 

The thing about Lost Planet 2’s custom char- 
acters that impressed me the most were the 
hundreds of taunts you can try out, play around 
with, and assign to your character, giving them 
their own distinct personality. Another feature 
that adds a dimension to your characters’ unique 


persona are the unlockable nicknames you can ™ 


earn for your character. Approximately five hun- 
dred in total, these nicknames get attached to 
you depending on how you choose to play the 
game. For instance, if you're always hogging the 
Gatling gun, you'll likely get a title that’s some- 
thing to the effect of “Master of Gatling Gun,” 
though, no official nic knames have heey revealed 
so far. 


Even though we've only gotten a small taste 


of the Lost Planet 2’s vastly more satisfying cam- 
paign and multiplayer, this sequel genuinely has 
a real good chance at exceeding the expectations 
of both fans and newcomers to the series when it 
hits PS3 and Xbox 360 this Fall, 
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Skeletal Dragon : 


Attacks: Unknown, but the sharp spikes its body is riddled with 
aren't likely just for show. 

Like Lost Planet 2’s gargantuan salamander, we don’t know what this fear- 
some aggressor’s real name is just yet. Actually, we don’t know anything 
about the beast other than the fact that we don’t want to be anywhere near 
the thing. 


58 // Nov2009 // GAMEPRO.cCOM 


The Salamander 


Attacks: Whips enemies with its foul tongue; crushes foes under 
its giant legs. 

More tyrannosaurus rex than any salamander we've ever seen, this goliath 
adversary is so huge that the most effective way to kill it is actually by let- 
ting it swallow you just so you can blow a gaping hole in it and exit out of 
its intestines. 


Machine Gun 


Trilid 

Attacks: Surrounds its prey in large packs and then slowly tears 
them apart like piranha. 

The Goombas of the Lost Planet universe, these flying, sting ray-esque Akrid 
minions from the first game return. Sure, they’re relatively weak compared 
to other larger enemies, but they travel in large swarms that can pick you 
apart like ravenous vultures if you’re not careful. 
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Video Game Rentals 


Delivered to Your Door 
Over 7,000 Titles ¢ No Late Fees ¢ Free Shipping 


PLAYS TATIONS Wil XBOX 360 


PlayStation.e@ —J—. Jk xeox Gameblee “T°SDS. 


© 2009 GameFly, Inc. GAMEFLY and the GF Logo are trademarks of GameFly, inc. All other marks used under license by their respective owners. Unless you cancel your account, your credit card will be charged for 
the price of your game plan at the end of your free trial. You must be 18 years of age or older and reside inside the 50 United States to use the GameFly service. 


: The hotter ‘temperatu res in Lost Planet 2 allow different types of creatures to 
survive in those warmer places. There will be lots of reptilian and amphibi- 
ous animals this time around. 


There are a ton of new weapons in Lost Planet 2, but now that you mention it 
there is one weapon that is totally unlike anything else in the game. But when 
you first unlock it, you might just burst out laughing. 

This weapon is something familiar to Japanese players. It’s something 
they'll immediately recognize and when American gamers see it, they'll 


know it as something “very Japanese.” You'll have to find it inthe game, and 
once the game goes on sale, everyone will want to use this secret weapon. 


Yes, especially for the weapons in Lost Planet 2. When creating them, we 
considered everything from the look, camera angle and sound of each indi- 
vidual weapon. We looked at games like Call of Duty and Gears of War, where 
shooting is the most important component. We wanted it to be important in 
our game too and we've made some big improvements from the last Lost 


Planet. It doesn’t matter what weapon you pick up in Lost Planet 2, you’re 
going to feel good using it. 
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Turn your 
CREATIVIT 


into CAS 


GamePro Labs is a new service for independent i 

_— game developers working on Microsoft’s XNA 
ae platform. Benefits include: y 
® Publishing your games under the GamePro brand. fj ss 


® Regular promotion in GamePro magazine. 


® A publisher account on GamePro.com, giving you exclusive 
developer community access and promotional tools. 


® Management of all distribution relationships with Microsoft, 
Apple, and others who sell your games. 


® A monthly check from GamePro for all units sold. 


Go build great games and let GamePro do the rest. 


www.gamepro.com/labs 
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e understand that with the economy in the toilet, get- 
ting your hands on every big new release can get pricey. 
That's why GamePro’s resident coupon clippers, Patrick 
Shaw and Dave Rudden, put together this guide that features the 
best PlayStation 3, Xbox 360, Nintendo Wii, and PSP games you can 
buy brand-new for $30 or less 


ITEM #027(PSP) 
Rock Band Only 
Unplugged $29” 


They said it couldn't be done. Recreating the entire Rock Band experi- 
ence—guitars, drums, and vocals—on a handheld, without using accesso- 
ries for any of the actions? Impossible! Somehow, Harmonix put together 
a pretty stellar music game on the PSP with Rock Band Unplugged. It’s not 
really like its plastic peripheral-based console cousins, but more like the 
PS2 rhythm-game classics Frequency and Amplitude. For only $30, get- 
ting the entire band to fit into your pocket is a pretty rocking deal. 

Also try: PaRappa the Rapper ($20 for PSP) 
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ITEM #025 (PSP) 


Capcom Classics Only 


Collection: Reloaded $19” 


Capcom sure has created its share of amazing hits, and this is the best por- 
table collection we've ever seen. We're talking three Street Fighter games, 
three Ghosts ‘n Goblins games, and three games from the 1942 series. Of 
course, there’s a handful of other great one-off games like Commmando, 
Gun.Smoke, and Knights of the Round. At just over a dollar a game, this is 
a game your PSP will be loading up quite a bit. The similarly-priced sequel 
isn’t quite as good, but is still an amazing value. 

Also try: Capcom Classics Collection: Remixed ($20 for PSP) 
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ITEM #026 (Wii) 


New Play Contro!! Only 
Pikmin $29” 


The GameCube was a pretty damn good system, but unfortunately, the | 
general public didn't get the memo. That's a shame, since many classics — 
have fallen into obscurity as a result. While we’re not normally a fan of re- 
makes, we'll allow it when it comes to New Play Control! Pikmin. For only 
$30, many gamers can finally get a crack at this amazing IP introduced to - 
the world via the GameCube, with updated widescreen support and up- 
graded motion controls. Now Nintendo, where’s our New Play Control! 
Luigi’s Mansion with motion-controlled ghost vacuuming? 


ITEM #024 (PS3, X360) Only | e 
Devil May Cry 4 $19" 


Until God of War Ill starts slaying the competition, Devil May Cry 4i is the 
king of ultra-action kill-em-all games this generation. After lukewarm out- Sie 
ings in Devil May Cry 2 and 3, Dante certainly returned to form this time | pe 
around, with gorgeous graphics and insane combat additions ineuainae 
yes, a levitating Gatling gun named Pandora. This game is awesome, © 
yes, but we also must pimp the pricer pack listed below, which includes | be 
this game along with two more of Capcom’s epic horror ayes from recent” Le: 
years—Lost Planet and Dead Rising. ae 
For a few dollars more: Capcom Platinum Hits ple Pack: Dead d Rising, 
Lost Planet, & Devil May Cry 4 ($40 for X360) 
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ITEM #023 (Wii) Only 


Let’s Tap $29” 


When you're tired of swinging the Wii Remote and stepping on the Bal- 
ance Board, you may be yearning for a new way to play games on your 
Wii. Might we suggest Let’s Tap? For only $30, you can play a collection 
of robust mini-games, all of which you play without setting a finger ona 
controller. By laying the Wii Remote face down on a surface and then tap- 
ping it, you can take part in Let’s Tap’s crazy assortment of party games. 
Our favorite is the insane racing of Tap Runner. Be sure to save some cash 
for a nice box to rest your Wii Remote on! 


ITEM #021 (PS3, X360) 


Sonic’s Ultimate Only 
Genesis Collection $29* 


If there’s one area where people are getting less bang for their buck, it’s 
buying retro games. Whereas compilations were all the rage during the 
previous console generation, this one is filled with $10 downloads of 15 
year old console games with slightly updated sprites. That’s why we’re 
thankful that Sega decided to spare us some grief and packed 49 of its 
most popular Genesis and arcade games on one disc. We're talking the 
first three Sonic games, all of the Streets of Rage titles, every Golden 
Axe, the first two Shining Force games, and both Vectormans. And that’s 
barely a fifth of what’s on this amazing disc. 
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ITEM #019 (Wii) 


MadWorld 


Why it’s worth owning: It’s hard to believe that you can pick up Sega’s gore- 
drenched best excuse to run around mutilating people with a chainsaw for 
only thirty bucks. MadWorld concentrated fun and is the most creatively 
violent video game we've ever played. It’s a shame that M-rated games 
don’t sell on the Wii and that MadWorld suffered as a result, but at least 
you can score a great game for a pretty good price! 

For a few dollars more: No More OTOSS ae ‘Steel Bundle ($30 on 
Nintendo Wii) a 
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| ITEM #022 Par : 
1Prince of Persia 
‘Double Pack 


While the quality of the Prince of Persia games has ebbed and flowed over 
the years, the series has at least been pretty good at its lowest points. While 


Only 


$29” 


I The Prince of Persia: The Warrior Within wasn’t quite the critical darling of the 
| Original, it still was a fun title when all was said and done. The next game in the 


series, The Two Thrones fixed just about all of Warrior’s ilks, and is considered 
by many to be one of the best games in the series. Both games were brought 


I to the PSP over the years, with new gameplay elements added to sweeten the 
| deal. Also try: Castlevania: The Dracula X Chronicles ($20 for PSP) 
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ITEM #020 (psp) 


Grand Theft Auto: Only 
Vice City Stories $19” 


Grand Theft Auto has been wildly successful on consoles for almost a 
decade, but the portable games have been unfairly overlooked. Particu- 
larly, the PSP “Stories” series brought the same great gameplay we expe- 
rienced on the PS2 and brought the fun to the PSP. GTA: VCS is the second 
and better of the two GTA games released for the PSP, which expanded 
upon the neon pink signs and acid-washed jeans-filled 80s world of Grand 
Theft Auto: Vice City. And for the cost of a single Andrew Jackson, you can 
add this one to your PSP collection. 

For a few dollars more: Grand Theft Auto: Chinatown Wars ($35 on DS, 
$40 on PSP) 
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ITEM #018 (PSP) 
Crisis Core: Only 
Final Fantasy VII $19” 


Thank the gaming gods! After two major strikes with the PS2 action dud 
Dirge of Cereberus and the bland CG movie Advent Children, it seemed 
like the fond memories gamers held of Final Fantasy VII would be erased 
by mediocrity. When Crisis Core: Final Fantasy VII released for the PSP, 
we received an epic adventure that does justice to what many consider 
the greatest RPG of all time. Enough people purchased the game so that it 
rereleased as a dirt-cheap Greatest Hit. We’re happy because if the game 
flopped at retail, we’d have to scour eBay for insanely overpriced copies. 
Also try: Final Fantasy Tactics: The War of the Lions ($20 for PSP) 
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Item #017 (Wii) 


Resident Evil 4: Only 
Wii Edition $19” 


Most Resident Evil fans will agree that the fourth game in Capcom’s zom- 
bie-butchering series is by far the best and most terrifying game in the 
franchise. Resident Evil 2 is a horror masterpiece, and Resident Evil 5 
comes close to being as blood-curdlingly evil as RE4, but Resident Evil 4 
is still the ultimate RE game. Dripping with ominousness, the game fea- 
tured some of the most fearsome video game villains like the ogrish El Gi- 
gante, the heavy metal-beard sporting Bitores Mendez and, of course, the 
chainsaw wielding madman Dr. Salvador. Not only is Resident Evil 4 a bar- 
gain for $20, the Wii Edition is the superior version of the game with a few 
neat additions like new motion controls and all the bonus features/modes 
of the PlayStation 2 version that the GameCube original lacked. 
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ITEM #016 (PSP) Only 
4 
in 
, God of War: $19” 
1 Chains of Olympus 
| God of War: Chains of Olympus wasn’t quite as awe-inspiringly epic as 
j God of War and God of War II, but it comes pretty damn close. Even the 
graphics are almost as polished as the PS2 GoW incarnations. Chains was 
far more of an ambitious project than just Kratos on a smaller scale and 
I screen. In fact, it featured some things entirely unique to the series such 
} as the bone-crushing metallic boxing glove-like Gauntlet of Zeus, which 
is hands-down the best weapon Kratos has brandished in the entire fran- 
I chise aside from his signature Athena’s Blades. If you’re a God of War fan, 
' 
' 


you shouldn’t skip this prequel that’s worthy of the God of War name. 
Also try: God of War II ($20 on PlayStation 2) 
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l item #015 (PS3, X360,Wii, DS) » (TEM #014 (PSP) , 
I : sods 
LEGO Star Wars: only =: Metal Gear Solid: Only 
a" b 19” ' 
‘The Complete Saga $19* |' Portable Ops $ , 
I ve I 
| Along time ago, in a galaxy far away,a gamecalled LEGO StarWarsman- | Contrary to what you might think, Metal Gear Solid: Portable Ops feels _ 
aged to make the prequel trilogy fun and presented a unique and enjoy- i I and plays a lot like its console counterparts. After two disappointing col- ' 
able way to play a Star Wars video game. Not long afterwards, the original ' | lectible card games, Metal Gear Ac!d and its sequel, it appeared as though | 
trilogy was presented in brick form, and fans continued to clamor. Now 1 2 bona fide Metal Gear experience wouldn't be possible on Sony's little I 
| that both games have been packaged together and the price has dropped | screen, but Portable Ops shattered that notion. The thing about MGS: PO 
to $20 bucks, you can experience the entire Star Wars saga without having t I that differentiated it from Metal Gear Solid 4: Guns of the Patriots or any I 3 
to suffer through a second of poorly-penned George Lucas dialogue. | other games in the series was its use of a squad system. Instead of going | 
Also try: LEGO Batman ($20 on PS3, X360, Wii, DS) into battles solo as Solid Snake, you control and manage a four-man MPO i : 
} | squad. If nothing else, coughing up the $20 to get this game will hold you 
j I over until Metal Gear Solid: Peace Walker is unleashed on PSP. I 
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ITEM #012 (Wii nly eo 
| item #013 (X360) Only FE. Klonoa a eds 
2 11 Ki $29” 1 
@ x 
' Lost Planet: Extreme $19” '' ig e 
I ee Ei =25 I" When Klonoa came out on the PSOne, people didn’t buy it. When Klonoa * ~ 
| Condition Colonies Edition j | came out on the PS2, people didn’t buy it. Now it’s out on the Wii, and ith 7 
j Usually, just being able to purchase a blockbuster title like Lost Planet for | | still seems like people aren't buying it, and this time around, we certainly 4 
under $20 is enough of an incentive to go out an nab it. But Capcom made can’t fault the price. As one of the most creative, colorful, and just plain ae 
I this extremely reasonably priced game even more desirable when they | | fun 2D platformers of the 1990s, Klonoa shines again on the Wii with up- q 
I threwina ton of killer extras free of charge with Lost Planet: Colonies spe- | | graded visuals that don’t besmirch the amazing classic gameplay. With | 
| cial edition. The $20 version of Lost Planet comes with new multiplayer , | the Wii bereft of hardcore-skewing titles, this is one you shouldn't Halse a 
maps, playable characters, weapons, and even the ability to play people especially at such a low price. Se 
i I! Also try: Zack & Wiki: Quest for Barbaros’ Treasure ($20 on wii) 
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online who are playing the PC version. 
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Only 


$19” 


There’s no better time to pick up the absorbing science fiction master- 
piece that is Mass Effect since its price has been drastically reduced. For 
the price of two movie tickets you can buy this video game equivalent to 
Star Wars (actually, it’s far better than the rotten prequels), which will keep 
you thoroughly entertained for more than thirty hours if you carry out all 
of the side quests. Plus, those of you who play through Mass Effect can 
use your save files to carry over your game data into Mass Effect 2! 


ITEM #071 (X360) 
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ITEM #009 (PS3) 


Only 


29" 


While the sequel is grabbing awards and attention like an explorer snag- 
ging treasure, the original Uncharted is still a phenomenal game worth 
owning, particularly if you want to bring yourself up to speed about Na- 
than Drake’s adventures. With amazing exploration that recalls the early 
days of Tomb Raider as well as intense shooting combat that rivals Gears of 
War, Uncharted still stands up as one of the PlayStation 3’s best games. 


Only 


$19” 


Why it’s worth owning: The original BioShock, which could be described 
as what would happen if you mixed The Twilight Zone, Dark City, and Sys- 
tem Shock in a vat of boiling water, is a milestone in video game story- 
telling. Usually game stories are decent at best (Metal Gear Solid) and 
downright awful at worst (Lost Planet), and for too long have good games 
been getting away with not even attempting to tell a story that isn’t a gar- 
bled mess. BioShock brings us one step closer to games being a legiti- 
mate art form, and on top of its mesmerizing story, the game is also scary, 
entertaining and loaded with atmosphere. 


[rem #007 (PS3, X360) 
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Only 


$29” 


At the end of last year, we awarded Dead Space our Xbox 360 Game of 
the Year award. Less than nine months later, it’s available at half its origi- 
nal price. Whether you're picking it up on its award-winning console or 
the PlayStation 3, you’re guaranteed a scary and intense survival horror 
game that out-scares, out-gores, and out-shoots Resident Evil. Pick this 
up now and you'll be ready for when Dead Space Extraction haunts the 
Wii this fall. 


ITEM #010 (PS3, X360) 


ITEM #008 (PS3, X360) 


Only 


$29” 


The Orange Box comes with five amazing first-person shooters—Half-Life 
2, Half-Life 2: Episode One, Half-Life 2: Episode Two, Portal, and Team For- 
tress 2. The game was already a magnificent bargain at $50, but now that 
retailers have slashed the price to $30, you can get five great standalone 
games for basically six bucks each. Whether you're into the classic FPS 
fun of Half-Life 2, the insane multiplayer of Team Fortress 2, or the mind- 


bending puzzles of Portal, you'll find something of worth when you dig 
through The Orange Box. 
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$19” 


It's a shame when people write Gears of War off as a mindless shooter 
with no depth whatsoever...okay, so maybe it’s a little mindless, but who 
cares? The Gears of War series is quite possibly the most popular Xbox 
360-exclusive series outside Halo, and for good reasons. On top of its ex- 
plosive, short-but-sweet single-player campaign, the original Gears of 
War is one of the best games to play on Xbox Live to take on your bud- 
dies. Last year, two years after the original game came out, it still domi- 
nates the list of the top 20 most played Xbox Live games as it ranked in at 
#5, right below Gears of War 2 at #4. 
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ITEM #004 (PS3) Only 


$29” 


Rejecting the somewhat bland, hyper-realistic approach to racing many 
games like Gran Turismo, Forza, and Need for Speed are constantly striv- 
ing for, MotorStorm took racing in a refreshing off-road, mud-splattered, 
crash-filled direction. Yeah, off-road games are nothing new, with games 
in its subgenre appearing as far back as 1989's arcade classic Super Off 
Road. But never has the subject matter been handled so well as Evolution 
Studios’ gorgeous looking MotorStorm. 


Only 


$19” 


The game may not be brand new, but Bethesda’s The Elder Scrolls IV: 
Oblivion is not to be missed, especially now that its price tag has been cut 
in half. Even though this is a role-playing game, you shouldn’t be turned 
off by it if you're not a fan of the genre. Oblivion blends a tremendous 
amount of action and sand-box-style open ended gameplay into the for- 
mula. Also, if you own an Xbox 360, you're better off getting the 360-ex- 
clusive BioShock/Oblivion Bundle, which will cost you an extra $10. 
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ITEM #003 (PS3) 
Only 


$29” 


It’s true that there have been a handful of other FPS games that crush In- 
somniac’s World War Il-era mutant-slaying PS3 launch title in terms of 
graphics (Killzone 2, Call of Duty 4: Modern Warfare, Resistance 2), but 
Resistance is an immensely entertaining sci-fi shooter that shouldn't be 
overlooked just because it’s old or doesn’t have “teh realest graffux”... 
even if you've already played Resistance 2. The WWII shooter subgenre 
has grown tired, but the Resistance series has shown that you can still de- 
liver a compelling experience if you put an interesting twist on the subject. 
The game costs $30 on many sites, but you may want to do some hunting 
because a few retailers are selling it for only $20. 


ITEM #005 (PS3, X360) Only 


$29" 


With Assassin’s Creed II almost here, now is a great time to educate your- 
self about Altair’s adventures. With miles and miles of gorgeous cityscape 
and countryside to traverse and amazing parkour to make the discovery 
even more immersive, Assassin’s Creed was an incredible experience, 
and at only $30, you'll get even more out of your money in this deep ac- 
tion title. Start now, and you'll be an exploring pro by the time you step 
into Ezio’s boots. 
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ITEM #001 (PS3) Only 


$29” 


Winning an absurd number of “Game of the Year” awards in 2008, Metal 
Gear Solid 4: Guns of the Patriots is a quintessential video game for the 
PlayStation 3 that defines what the next-generation console is capable of. 
And yeah, we know we sound a bit like a Sony spokesman, but almost ev- 
eryone who's experienced Solid Snake’s latest riveting mission to thwart 
his test tube brother Liquid’s efforts to take over the Sons of the Patriots, 
ending his reign of terror for good, will agree that it is a true masterpiece. 
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13 Sweet Downloadable Games for under $10 


Pixeljunk 
Monsters 


At only 10 bucks, this great tower defense game 
started off Sony's flagship downloadable content 
series with a bang. 


Art Style Pictobits 


Awesome chiptunes, addictive touch-screen puz- 
zle gameplay, and NES fanservice made this DSi- 
Ware's best game. 
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Everyday Shooter 


Mixing addictive shooting with awesome acous- 
tic tunes, Everyday Shooter is unforgettable and 
worth every cent of its $10 price tag. 


Super Metroid 


There are dozens of great Virtual Console games, 
but Super Metroid is the best, and only eight 
bucks to boot. 


Castlevania: 
Symphony of the Night 


At $10, this game is a steal, especially when you 
consider the PSOne version costs a fortune on 
eBay. Go for the PSN version, which you can play 
on the PS3 and PSP. 


Ses aa geil 


LostWinds 


The first killer app for WiiWare, LostWinds is a 
gorgeous game that has amazing controls. 


Flower 


Sweetly serene and gorgeous, Flower makes won- 
derful use of Sixaxis controls for a low pricetag. 


Bit. Trip.Beat 


Mixing music with Atari-styled retro graphics is a 
recipie for success. Both this Pong-inspired game 
and its shooter sequel are a mere $5 each. 


Geometry Wars 
Retro Evolved 2 


The first one defined DLC deals, but at $10, this se- 
quel keeps the same great gameplay with a caval- 
cade of awesome new modes. 


‘Splosion Man 


With endearing characters and explosive plat- 
forming gameplay, ‘Splosion Man is the bomb. 


M ga Flare 


Final Fantasy VII 


Download this PSOne classic on PSN and you can 
play it on the PS3 and PSP, transferring your save 
in-between each. Only $10! 
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Mega Man 9 


On PSN, XBLA, or WiiWare, this retro-styled se- 
quel easily earns your $10. 


It’s months like these that make my job worth- 
while. Not only did we get in amazing games 
like Guitar Hero 5, Beatles Rock Band and 
WET but! personally got to review two games 
that I've been looking forward to for a while. 
| loved the original Dead Space and was re- 
ally interested to see what Visceral Games 
did with Extraction. As a huge light-gun fan, 
| couldn't wait to tear off some Necromorph 
limbs with my Wii Remote; at first, | found the 
game’s slow and methodical pace a little hard 
\ ' to get used to but | quickly adjusted and be- 
gan to really enjoy the well-developed story 
- ~\ and satisfying gunplay. 

, x And then there’s Scribblenauts, a game 
that | instantly fell in love with at E3. The 
quirky humor, the charming visual style and 
the inventive puzzles left me hungry for more 
and when the review build came in, | fought 
off the other editors and took it home for my- 
self. After playing through a large chunk of the 
levels and messing around with the immense 
dictionary, | walked away a true believer. 

The only trouble arose when it came time 
to decide which game to declare as our Game 
of the Month. There were plenty of obviously 
qualified candidates to choose from but in the 
end, it really came down to two: Dead Space 
Extraction and Scribblenauts. | agonized 
over the decision; they're both great games 
but also completely different. Which one de- 
served the honor more? 

The answer, of course, is that they both 
did, and so, both will be getting the distinc- 
tion. Each title is amazing in its own right 
and each deserved to be recognized as our 
Game of the Month. So turn the page and 
read my reviews to see why | thought so 
highly of both titles. Also, be sure to read 
the other reviews because we have a cra- 
pload of amazing titles to tell you about. | 
sincerely hope your savings accounts are 
full because you have a lot of games to buy. 
—Tae K. Kim 
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* REVIEW CORRECTION: 
Last month, we ran a review of Fate/unlimited 
codes for the PSP. Unfortunately, we mistak- 
enly published a score of 3.0 when in actual- 


ity, the game received a 4.5 and an Editors’ 
Choice award. We apologize for the error. 


—— 


GAME REVIEWS: 


The Beatles: Rock Band (PS3, Xbox 360, Wii).............:ccccccceceeeseeceeeeeseenes 74 Muramasa: The Demon Blade (Wii).............c:.ccccccscccccccccccscsssenscereevecseenenss 83 
OURET 2 CPS, KU SO a sii insets cdas cassiepeaiin teens sae esomsscionciesceeeren 75 Need For Speed SHIFT (PSS, KbOx SOO) oo vcconsssisarccscuisendiescs 84 
Derkest-of Dave (Xe 300)... i 76. Ninja Gaiden Sigma 2 (PSS) 5st ee 85 
Dead Soca Exctrencticirs (WVU) wssccesccscsccscescsnesecceseccczisccinrevsisnwsccneanitazntioeemsenes FO Serdbptnbornarte (OS) ainsi asssise sess ccticecsantcsccesctencassecirstereeoes eames 72 
A gc) ee a NINE eS aOR ee ST WET (XBOX BGO) soci lee 86 
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ROOSTER HaT FTW! 


Those of you smart enough to pre-order the incredible Scribblenauts will get your hands on 
a sweet Rooster Hat, just like the one that the main character Maxwell wears. We were lucky 
enough to get sent one and decided to take turns wearing it. As you can see, the hat is pretty 
cute; the GamePro staffers, on the other hand, are not. 
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GAMEPRO’S RATING SCALE 


Behind the Stars 


The best of the best. If you don’t own this game, you should. 
Think Halo, Zelda, Resident Evil, and Metal Gear Solid. 


e ¥* * we ¥* Highly enjoyable, but falls short of true greatness. 


The Fight Nights and Tony Hawks of the world. 
3.5 to 4 Stars : 
KKK K 
sesso | 
wk kk & 
1 5 to2 Stars | : 
KxKKK* 


Oto 1 Star 


Approach with caution—try before you buy. Enter the Matrix 
and the Dynasty Warriors games fall squarely in this category. 


Should come with a sticker: “Warning, contains poisonous 


amounts of suckage.” Remember Backyard Wrestling? Games that score “rrtrr?? 


higher are awarded our coveted 
Editors’ Choice Award. 


An absolute insult to humanity. 
Kill it with fire and holy water. 


Pumping enemies full of lead just doesn’t work, so target individual limbs. 
Shoot off legs to slow down enemies then go for the arms and head. 


DEAD SPACE EXTRACTION 


Wii gamers finally get their chance to scream in space. 


ost people will tell you that the faster a 

roller coaster goes, the better it is but for 

me, the true thrill lies in the slow build up 
as the car crests the initial hill. It’s a concept that 
Visceral Games takes to heart: Extraction is, on 
the surface, a light-gun game but it doesn’t rely on 
genre tropes like unlimited ammo, blitzkrieg en- 
emies and insane action. It’s far more methodical 
and thoughtful in its approach and it expertly uses 
lulls in the action to build up a sense of impend- 
ing dread that makes the actual action much more 
meaningful. The end result is an experience that’s 
more captivating and engaging than any light-gun 
game I’ve ever played before. 


QUIET BEFORE THE STORM 

In fact, | wouldn't even call Extraction a light-gun 
game; I'd throw away the “on-rails shooter” tag as 
well. Sure, you use the Wii Remote to point-and- 
shoot at enemies from a first-person perspective 
and you have no control over the camera (except 
during specific moments), but Extraction takes 
the light-gun formula and zags when everyone 
else would have zigged. 
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For one, the storytelling is really strong, unlike 
in 95 percent of other light-gun titles where the plot 
is just a flimsy excuse to shoot at things. It mirror’s 
Dead Space’s thoughtful dialogue, characteriza- 
tions and pacing which is a good thing all around. 
It’s a prequel to the original—if you haven't played 
it, you're missing out—and does a terrific job of 
showing you the events that lead to the disaster 
aboard the USG /shimura. It also delves nicely into 
Unitology and the Concordance Extraction Corpo- 
ration, as well as the Marker, a relic whose discov- 
ery kicks off the Necromorph infestation. Oh, and 
you can unlock six issues of a Dead Space “comic” 
that’s done in an awesome animatic style; it’s a 
neat extra that | really enjoyed. 


THIS Way AND THAT 

The gun-based action also follows Dead Space’s 
“surgical” theme meaning you need precision to 
survive. You can’t mindlessly shoot: you have to 
blow off specific limbs. Thankfully, the Wii Re- 
mote’s aiming is spot on even though | found the 
aiming reticule to be incredibly obtrusive (this is 
even worse when you play two-player co-op); it’s 
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really cluttered which makes it hard to see what 
the hell you’re shooting at. But you intuitively 
learn where your enemies’ weak-spots are, so it’s 
not too bad. 

The game’s armory is also impressive, with 
familiar weapons like the Plasma Cutter and the 
Ripper making a return appearance. My favor- 
ite, though, was the new Rivet Gun. This default 
weapon has a slow rate of fire but it has unlim- 
ited ammo and its alt-fire—every weapon has an 
alt-fire mode, activated by twisting the Remote 
to the side—is awesome: hold down the fire but- 
ton, charge up a red-hot rivet and explode some 
faces. | exclusively used the Rivet Gun and only 
pulled out the heavy artillery when things got es- 
pecially hairy. The weapons also have a cool ac- 
tive-reload mechanic: hit Z and when the meter 
hits a shaded section, hit Z again to instantly re- 
stock your clip. You also have telekinesis powers 
which allow you to pick up objects as well as a sta- 
sis power that lets you temporarily freeze enemies 
in place. 

Oh, and don’t worry about picking up nodes 
to spend at work benches as you earn stars based 


Twisting the Remote to the side activates an alt-fire 


mode, which essentially doubles your armory. 


Dead Space Extraction’s co-op mode is pretty awesome but the obtrusive 
reticules get in the way; coordinate attacks or you'll just confuse each other. 


on things like your accuracy, how much damage 
you take and how many items you pick up; this in 
turn levels up your rank, giving you more health. 
Weapon upgrades are scattered all around the 
level and you have to pick those up, so keep an 
eye out for them. 


THE GOOD, THE BAD, THE UGLY 
And now comes the obligatory paragraph about 
the Wii's graphics: Extraction is a visual marvel 
and while the graphics pale in comparison to the 
Original, they're pretty damn good. The art style is 
reminiscent of the original and while the textures 
are muddier and lower-res, | was seriously im- 
pressed by what they were able to pull off. Some 
of the character models are weird looking but the 
visual component is an actual strength rather than 
a weakness. 

Ofcourse,|wouldn’‘tbe my curmuddgeony self 
if | didn’t find a few things wrong with the game. 


| thought the glow-worm was underutilized; it’s 
basically a glow-stick that you have to shake peri- 
odically but one, its light field is limited and two, 
the devs never put it to any real use. Also, the cam- 
era is really frustrating because you're almost al- 
ways missing something due to a quick pan; you 
have to be cat-like to pick up some of the more 
obscurely hidden items. There’s also the distinct 
lack of major boss fights; | counted three ene- 
mies that could pass for boss material but | never 
fought anything that raised my blood pressure to 
unsafe levels. 


EXTRACTION POINT 

But you know what: Extraction is one hell of 
ride. It isn’t pants-wettingly scary but it’s a well- 
told story full of beliveable characters and situ- 
ations. It does a great job of delving deeper into 
the Dead Space universe and offers up some ge- 
niunely engaging moments of run-n-gun action. 


| hope it sells well at retail because if a game 
this finely honed and produced isn’t success- 
ful, it‘ll be yet another blow to the idea that there 
is a market for “hardcore” games on the Wii. 
—Tae K. Kim 


hts are satis 


_innovative take on the light-gun genre. 


CONS: Might be too slow paced for some 
light-gun junkies; not enough real scares or 
boss battles. 


Play it, love it, and share it. In that order. 


cribblenauts is the video game equivalent 

of your first kiss: it’s awkward, it’s sweet 

and it’s utterly memorable. You'll remem- 
ber it for years to come and every so often, you'll 
think back upon it and get a little flutter in your 
stomach. It’s one of those games that you can’t 
help but like from the minute you pick it up. De- 
spite a couple of issues, its ability to amaze and 
confound is incredibly potent and | highly sug- 
gest you play it... 


CREATIVE WRITING 

| first fell in love with Scribblenauts at the E3 Expo 
in June—in fact, it was my favorite game at the 
show. After getting a hands-on demo and after 
playing through most of the review build, | can 
confirm that it is as addictive and ground-breaking 
as | originally thought. Navigating the well-crafted 
levels and figuring out the best way to solve the in- 
genious puzzles was a true joy. | also found myself 


SCRIBBLENAUTS 


w Developer: Sth Cell @ Publisher: Warner Bros. Interactive Entertainment 


laughing out loud several times at the game’s in- 
herent charm and humor. 

The game has a ton of built-in levels which 
fall into two categories: puzzle and action. You 
solve both levels by either acquiring an out of 
reach Starite—star pieces that serve as the in- 
game goal—or by fulfilling certain conditions. 
The objectives can range from mundane tasks 
like helping a young girl get her cat down from 
a tree or dealing with three trick-or-treaters who 
walk up to your door. For that puzzle, | gave them 
a treat by creating some [CANDY] and on a sec- 
ond attempt, | gave them a trick by conjuring up 
a [GHOST]. You can be as straightforward or as 
esoteric with your solutions as you want, which 
is the game’s true charm. Each level has a par rat- 
ing which dictates a minimum number of objects 
and using less than that nets you more points. You 
also earn ollars, which acts as the in-game cur- 
rency, and you can spend it to unlock new levels 


and skins. You also get merits, which are like 
achievements, depending on what objects you 
used and how. 


WORDSMITH 

And of course, the in-game dictionary is abso- 
lutely stellar, with an insane number of items, 
both useful and obscure, for you to play with. | of- 
ten found myself defaulting to reliable standbys 
like [JETPACK] and [SUBMARINE] but it was com- 
forting to know that | could conjure up a [STOT] 
or an [EGG BEATER] if | really wanted to. There 
are some genuine surprises in there as well and 
I’m sure gamers will uncover little gems for a long 
time to come; be sure to try [TIME MACHINE] and 
[YOUR MOM]. 

The dictionary is really flexible and will even 
offer suggestions if you misspell a word or if an 
object has several different variations; [HERO] will 
bring up both the sandwich and a costumed su- 
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perman and you can select which one best fits 
your needs. Trying to find something that isn’t in 
the dictionary is a game in and of itself but your 
time will be better spent navigating the pre-built 
levels; there’s also a robust level editor that let’s 
you craft your own puzzles and | can easily see in- 
dustrious gamers creating levels that match the 
developer's efforts. 


ONE SIZE FiTs ALL 

But as much as | loved the game, there were a few 
issues that kept cropping up. For one, there’s a 
limit on how many objects you can have at any 
given time, which meant no Rube Goldbergian 
contraptions. | was also disappointed by the lim- 
ited interaction possibilities. For instance, one 
level had me contend with an angry guard bear; 
eschewing the obvious solution of [BEAR TRAPS] 
and a [GUN], | conjured up a [HONEY POT] and 
a [SLEEPING PILL]. | then tried to dose the sweet 
nectar and put the bear to sleep but | couldn’t mix 
the two. 

It’s a lot to ask the developers to think of every 
possible combination considering the huge num- 
ber of objects in the game, but it was disappoint- 
ing that a logical plan was foiled right out of the 
gate. Of course, the game is flexible enough that 
| found several other ways to overcome the an- 
gry bear; in this case, | conjured up a [TANK] and 


blasted it away and on another attempt, | chased 
the bear away with a [BEE]. 


WHEN | Move You Move 

| was also disappointed by the way character 
movement was handled. The main character Max- 
well is controlled by the stylus and not the direc- 
tional pad—that controls the camera. You tap the 
spot you want him to move to and away he goes. 
Unfortunately, it’s pretty spotty and one misstep 
will send Maxwell to his demise. The physics are 
also a bit wonky, resulting in some unexpected 
shenanigans. For instance, a metal [CHAIN] some- 
how weighs a million tons and will affect objects 
you attach it to in bizarre ways. 

Now, these complaints may seem like deal 
breakers and they do diminish the enjoyment a 
little but it’s like the [MOLE] on your girlfriend’s 
face or the undercooked center of your mom’s 
[MEATLOAF]—you accept the imperfections be- 
cause you love the other aspects of it so much. 


CHICKEN SCRATCH 

Seriously, despite its warts, Scribblenauts is still 
the type of game that could and should have an 
impact on the entire gaming industry. It instills 
the same sense of wonder and glee that made Lit- 
tleBigPlanet such a magical experience. The de- 
velopers should be commended for their efforts 


and it’s about time we started looking at 5Th Cell 
as the industry heavyweights that they are. 

So go buy Scribblenauts and play it to death. 
Give it to your friends and family members. Dis- 
cover unique and interesting solutions. Find ob- 
scure objects and unearth strange combinations. 
Then post them to message boards and YouTube 
and share the magic with others. 

And 5th Cell, please consider doing a sequel 
on one of the home consoles. Eliminate the object 
limit, tweak the way objects interact with one an- 
other and add more levels; that would make me, 
and every gamer who plays Scribblenauts, pretty 
damn happy.—Tae K. Kim 


_PROS: An incredibly charming and interesting 
gaming experience; puzzles are brilliant and the 
dictionary is massive. Tons of potential here. 


CONS: Limited number of on-screen objects; 
movement controls are fickle; some objects 
don’t interact the way you want them to. 


© BACK 


CONQUEST OF AMERICA 


America stopped what it was doing and made way for The Beatles when they 


mlayed The Ed Sullivan Show, on February 9, 1964. The Th 
was the largest ever at the time, with some younger viewers just ; 


audience 


of 73 million 
s captivated as 


the frenzied teens in Sullivan's audience. Beatlemania had arrived, and would 
only intensify once the US concert tour began two days later in Washington, DC. 
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Visually, stylistically and aureally, The Beatles: Rock Band shines with the 
same vibe that made the Fab Four the greatest band in the world. 


THE BEATLES: ROCK BAND 5 


The greatest band in the world comes out for another encore. 


Xbox 360 Wii 


t’s been a long time since a game has brought 

about the amount of awe, admiration and bor- 

derline obsession that The Beatles: Rock Band 
has bestowed upon me. An unprecedented ad- 
venture through the life and times of the Lads 
from Liverpool, Harmonix’s latest expedition into 
the incredibly popular field of musical simulation 
and digital superstardom has proven itself to be 
one of the developer’s most richly detailed and in- 
spiring releases to date. 


A REALLY BIG SHOW 


While Harmonix could have easily made a Rock 
Band game with a few Beatles songs in it, it’s the 
exact Opposite approach that makes TBRB such 
a success. It’s expertly executed with enough 
charm and personality to truly stand alone on its 
own two feet. From the incredibly detailed historic 
venues such as The Cavern Club or Shea Stadium 
to the game’s enchantingly surreal dreamscapes, 


there’s no denying that The Beatles: Rock Band 
doesn't just look or sound like a Beatles game— 
it feels like one, embracing the magic and attitude 
that made four young men one of the pioneering 
voices in rock and roll. 

From their break-out performance on the Ed 
Sullivan Show to their conclusive concert on the 
Apple Corps roof tops, The Beatles: Rock Band 
chronicles the Fab Four’s universally renowned 
career with an incredible amount of authenticity. 
The game’s expertly populated track list is an as- 
tounding achievement on Harmonix’s part, rang- 
ing from undisputed hits such as “Revolution” 
and “Sgt. Pepper’s Lonely Hearts Club Band” to 
some lesser known jaunts like Ringo crooning to 
“Boys” during the band’s underground days. The 
sheer amount of variety is sure to not only please 
long time fans but inspire newcomers as well. 


“RINGO, HAVE A BANANA!” 


One of the downsides is that if you don’t already 
like the Beatles, this game likely won’t change 
your mind. Even with the game’s inherent charm, 
people that never approved of Beatlemania likely 
won't be won over, no matter how much effort 
Harmonix has put in their translation. Long time 
virtual rock-stars may also be disappointed by 
the game’s lack of customization as well. While 
it wouldn’t make much sense to see a head- 
banging avatar screeching in between John and 
Paul, | can’t help but think that selectable stages 


and Beatles-inspired character outfits would have 
only added to the over-arching experience that the 
developers had so richly invested in. The instru- 
ments are also a sticking point: they’re beatifully 
designed but they’re also incredibly expensive. 
Unless you’re a diehard Beatles fan who wants 
the full experience, you can probably forgo the 
entire set. 

But even those small complaints couldn't di- 
minish my love for the The Beatles: Rock Band. 
There’s an incredible amount of fun that comes 
from filing the shoes of some of the most inspir- 
ing musicians ever to walk the earth, and Har- 
monix captures this experience with same sense 
of magic that the Beatles were known for. It’s well 
worth the price of admission, even if you forgo the 
replica instruments and stick to your stock Rock 
Band gear.—Will Herring 


incredible play list; 


PROS: Visually stunning; incredil 
feels the way a Beatles game should. 


CONS: Over too soon: no trademark Rock Band 
customization; not much here for non-fans. 


See that little minion figure from Overlord on the dashboard? 
We would totally buy one if they were made available. 


DiRT 2 


A phenomenal sequel and an incredible racing game. 


| PS3 | Xbox 360 | ESRB: 


iIRT 2’s slick menus and stylish presenta- 

tion will wow you when you first boot up 

the game but you won't see the full breadth 
of the imaginative personality and original ideas 
until you hit the track. DiRT 2’s fantastic rally rac- 
ing is where the brilliant balance of challenge, re- 
ward, diversity and progression combine to form 
a sublime game that leaves the trailing competi- 
tion covered in sun-caked mud. 


DRIVING WHILE INTOXICATED 

A number of things keep DiRT 2 enjoyable 
throughout the massive world tour career. The 
rewards that accompany your earned experience 
points and increasing level of fame act as an in- 
credibly enticing carrot. | was particularly happy 
that the repetitive recycling of courses was bal- 
anced by constant access to new countries, each 
with its own collection of unique tracks to rip up in 
big tours, tournaments and other events. | adored 


slinging sticky mud in the Malaysian jungle not 
only because it was so gorgeously detailed, but 
because it felt like a distinct place that was radi- 
cally different from the dusty Chinese trails. 

That diversity is present in vehicles as well. 
The seven car classes feel different enough from 
each other that you'll find yourself getting behind 
certain wheels for specific races. In that regard, 
DiRT 2 does a wonderful job of encouraging you 
to own a lot of wheels. Instead of banking on one 
powerhouse truck, | relied on a Pontiac Solstice 
to handle off-road rallies and Gate Crasher time 
trials (an excellent event where you can add ex- 
tra seconds the countdown clock by smashing yel- 
low gates). Meanwhile, my second Solstice was 
prone to spinning out on those surfaces and bet- 
ter served as a breakneck-quick circuit racer and 
ace one-on-one competitor. 


“\«WHY NOT DO IT WITH SOME STYLE?” 
Regardless of your preferred wheels, you're go- 
ing to endure the dangers of winding paths or 
rocky roads. One of the most creative additions to 
DIRT 2 is the Flashback ability. Originally appear- 
ing in Codemasters street-racing sim GRID, the 
time-travelling ability alleviates the frustration of 
repeatedly crashing, which makes for a more for- 
giving and enjoyable rally racer. Want to retry the 
hairpin turn that sent you careening into a Croa- 
tian church? Just rewind your instant replay and 
try it again; just go slower this time, okay? 


If you don’t want to feel like a sissy, bumping 
up the difficulty cuts the number of Flashbacks 
you can use per race while also increasing your 
cash reward. As that sim-loving crowd creeps 
closer to realism, super-smart A.|. opponents like 
Travis Pastrana and Katie Justice offer a brutal 
challenge by passively pumping their brakes, cut- 
ting you off to jockey the lead and retaliating if you 
get too aggressive. It’s a satisfying challenge, but 
is strictly for rally racing veterans. 


A CLEANSING MUDBATH 

There are so many courses, cars and race types 
in DiRT 2 that it’s almost overwhelming to look at 
your world map. At one point | had almost 30 un- 
locked, un-played events just waiting to be tack- 


led. It's a dense game with a lot to do, and you'll 
want to do it all.—Mitchell Dye 


PROS: Different game types and settings; clever 
rewind mechanic and presentation; beautiful. 


CONS: Too easy to crash; slightly repetitive 
course recycling early on. 
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Ever wanted to witness the disaster at Pompeii first 


hand? Darkest of Days will give you an opportunity. 


DARKEST OF 


Welt For brighter days tc to come. 


he idea of traveling through time and en- 

gaging in multiple historical conflicts has 

incredible promise as an interactive experi- 
ence, and Darkest of Days for Xbox 360 certainly 
excels at offering a variety of scenarios to shoot 
your way out of. But while it may be the only game 
on the market to boast the ability to battle through 
both the Civil War and escape from a Nazi camp, a 
litany of recurring issues, both technical and con- 
ceptual, keep this first-person shooter from mak- 
ing a positive impact. 


STUCK IN THE PAST 

Saved from a certain death at Custer’s Last Stand 
(in 1876) by a time-traveling, armor-clad soldier, 
protagonist Alexander Morris finds himself at the 
behest of a futuristic organization tasked with pro- 
tecting past individuals amidst major battles. As 
such, you'll hop between missions in the Civil War 
and both World Wars, as well as a final clash set 
against the famous volcanic eruption at Pompeii. 


DAYS 


Traveling through time also means you can some- 
times bring modern and futuristic firearms to past 
eras, making it much easier to eradicate squads of 
ill-equipped foes. 

However, the campaign has few peaks: many 
missions offer the same routine of clearing an 
area of foes, running for minutes through forests 
and plains to the next big firefight, and repeat- 
ing until you're able to warp away. Though most 
of the combat is fairly straightforward, some en- 
emy soldiers (marked by a blue aura) must not 
be killed, which means you can either incapaci- 
tate them with a well-placed shot or by using a 
special glowing capture ball. Failing to do so will 
unleash a squad of super-powered, time travel- 
ing “opposition” agents on your tail. Between the 
fast pace of battle and sometimes-questionable 
aiming accuracy, you can expect many of those 
frustrating encounters. 


WHAT COULD’VE BEEN 

Sticky controls, weapons that keep firing on their 
own or don't fire at all, and poor A.|. manner- 
isms further derail the experience, but a lack of 
visual finesse really seals Darkest of Days’ fate. 
Past the haphazardly assembled menu screens, 
you'll find poorly animated and laughably dated 
character models, sloppy textures, and regu- 
lar pop-in issues, as well as a frame rate that 
quickly buckles in hectic situations. Compared 
to other Xbox 360 first-person shooters, it’s an 
absolute mess. 


Darkest of Days’ best missions come right at 
the end (with closer-quarters action and a fantas- 
tic original weapon), but by that point, it’s too little, 
too late. An entire game built in that mold might've 
been able to overcome the numerous problems, 


but unlike with time travel, there are no do-overs 
in game development.—Andrew Hayward 


“CONS: ¢ Cantre| ‘and A L 
tation; frustrating need to’ protect some en- 
emies; absolutely no multiplayer. 


issues; | 
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EXCLUSIVE IN-GAME MAP WHEN — May contain content 
inappropriate for children. 
YOU PRE-ORDER AT GAMESTOP. ‘ue 


Visit www.esrb.org for 
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COMPUTES 


Roadie Battle mode is a favorite of the staff here at GamePro. Here, player one’s 


ws 


fter finishing last year’s Guitar Hero: World 

Tour, and finding myself very pleased with 

the additions, I'll admit that | was a bit skep- 
tical when I’d heard that Activision was already 
hard at work on a Guitar Hero 5. While I’m a firm 
believer in “never too much of a good thing,” | 
couldn't help but find myself worried that the fran- 
chise may be spiraling into “Yearly Update With a 
Few Minor Tweaks” territory (also known as The 
EA Syndrome.) Thankfully, the people at Vicarious 
Visions were more than happy to prove me wrong 
with their latest installment in the prestigious Gui- 
tar Hero franchise, and set the series standard just 
a little bit higher. 


BORN TO ROCK 

While Guitar Hero’s core gameplay hasn't 
changed much, it’s the new and improved con- 
tent that really makes Guitar Hero 5 an interest- 
ing title. Series staples such as Career Mode and 
Co-op are back in full form, and GH Tunes, Gui- 
tar Hero's in-depth music creator, has returned in 
a more streamlined fashion. Also returning is Mii 
Freestyle, which allows more creative players to 
step into the shoes of their Mii avatars and impro- 
vise to a variety of beats; it also allows players to 
record custom “music videos” with their Miis and 
share them online. 

The playlist, which contains over 80 songs, 
is also sure to please thanks to a strong variety 
of tunes from the oldies like David Bowie and the 
Rolling Stones to more contemporary acts like the 


soundboard’s been sabotaged, meaning his roadie has to repair the damage. 


GUITAR HERO 5 


Roadie Battle, plus other tweaks, makes GH5 a chart topper 
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White Stripes and Gorillaz. And don’t forget that 
GH5 is backwards compatible with songs from 
other Guitar Hero games. Add in the user-gener- 
ated GH Tunes, and you're not likely to run out of 
tunes anytime soon. 


A MUSICAL BATTLEFIELD 
New to Guitar Hero 5 is the Party Play Mode which 
is essentially a “pick up and play” mode where 
players can seamlessly drop in and out of ses- 
sions without affecting the score or gameplay. 
Party Play Mode works very well when you’re with 
a large group of people and the “drop-in/drop- 
out” mechanic really adds to Guitar Hero 5’s party 
sensibility. | also found the Wii exclusive Roadie 
Battle to be an incredibly cool and fun feature. 
Using their DS or DSi handhelds, two play- 
ers act as roadies who wreck the opponent’s gear 
while undoing any damage done to their team’s 
equipment. You can set the screen on fire, reverse 
the button layouts and generally make life hell for 


yper: Vicarious Visions @ Publisher: Activision 


the other team, all in the name of hindering their 
ability to net points. It’s a really neat feature that 
could've just been a tacked-on gimmick, but it re- 
ally goes the extra mile as a unique new feature 
that’s certainly worth checking out. 


SLIGHTLY OUT OF TUNE 

If there’s one thing | can fault Guitar Hero 5 for, 
it’s that it doesn’t have the wit and personal- 
ity of the earlier installments. But even with a 
less-than-stellar presentation and some lacklus- 
ter visuals, Guitar Hero 5 really pushes the Wii 
to its limits with some incredibly creative (and 
very fun) gameplay. It’s good to see Activision 
putting so much effort into one of their pre- 
mier franchises, proving that Guitar Hero 5 is 
certainly worth the upgrade from World Tour. 
—Will Herring 


PROS: A huge assortment of modes and fea- 
tures; massive playlist; backwards compatibil- 
ity with World Tour songs. 


CONS: No boss battles; slightly lackluster presen- 
tation; virtual Kurt Cobain is incredibly creepy. 
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The screen might be smaller, but the action is still the same. KH 
diehards will definitely want to experience this handheld adventure. 


though its story sometimes makes less 

sense than a piece of crappy fanfiction writ- 

ten by a demented RPG otaku, Kingdom 
Hearts 358/2 Days still delivers a good amount of 
portable Keyblade-swinging action that should 
keep series fans busy during the long wait for 
Kingdom Hearts Ill. Thanks to detailed graphics, a 
deep combat system and intricate gameplay me- 
chanics, this spin-off proves that 358/2 Days is a 
lot more than a rehash of previous KH titles. 


You’RE SO HEARTLESS 

Still, | have to warn you that 358/2 Days is re- 
ally meant for hardcore fans. It’s a side-story 
counterpart to Chain of Memories that explains 
who Roxas is and how he’s connected to Sora 
in the events of KHII. Although the game is 
an enjoyable retread through previously-seen 
worlds, only dedicated series fans are going to 
get any mileage out of the abstract storyline, so 
casual players beware. 

But leaving the story aside, the most impor- 
tant thing that Kingdom Hearts 358/2 Days of- 
fers is a faithful adaptation of KH-style action on 
the Nintendo DS. Progressing through the main 
game’s large amount of missions unlocks a lot of 
abilities reminiscent of the combat system in KH 
Il, and with a little practice, the DS starts to feel 
natural. Still, the experience is hampered a hor- 
rible camera. The camera controls are mapped 
to the lock-on buttons which often causes the 
view to swing in ways you don’t want; letting 
the auto-cam figure itself out is even worse. 
This gets especially irritating when you've got a 
dozen Heartless crawling around, since targeting 
any specific one is like trying to catch a flock of 
chickens barehanded. 


~ Eliminate the Artful Flyers 
MISSION GAUGE 


GOOD MEMORIES 


At least the graphics are gorgeous, though. Most 
of the environments and music are just recycled 
from Kingdom Hearts II but the overall presenta- 
tion is better than most other DS games. For all the 
wacky crap that can happen on-screen at once, 
the game does a good job of keeping up, although 
| did notice slowdown when battles got a little too 
crazy. The stat-building system is also a strong 
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suit. | got really addicted to sorting my abilities 
via the Panel System, which is like a mix between 
the Pin System from The World Ends with You and 
Resident Evil 4’s briefcases. It’s an interesting way 
to customize your chosen character, and the vari- 
ety of panels had me endlessly looking for ways to 
improve my stats by inches and inches. 

Kingdom Hearts 358/2 Days also 
sports some decent multiplayer ac- 
tion, but the real replay value comes 
from retreading missions for ex- 
tra loot, as well as unlocking 
the rest of Organization XIll 
and the Kingdom Hearts cast. 
Even after a good week with the 
game, I’m still looking forward 
to fully completing all the mis- 
sions. It’s got a good amount 
of polish and diehard KH fans 
should definitely get it. Ca- 
sual fans will also find reasons 
to like it, even if the weird 
story doesn’t really add up. 
—McKinley Noble 


PROS: Excellent graphics: decent multiplayer. 


content; addictive stat-building. 


CONS: Frustrating camera; incomprehensible 
story; spotty computer-controlled allies. 


MURAMASA: THE DEMON BLADE 


| never knew pseudo-feudal Japan looked so damn pretty. 
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ou ever have one of those days? I’m talking, really bad. Like, a demon possessed your body and you found out 
your boyfriend screwed up big time bad. Yeah, not fun. Well, that’s what the last few days of my life have 
been like. My name’s Momohime, and before | had my body stolen by a blood-lusting spirit, | was just a 

little country girl living my life in beautiful feudal Japan. Since all this has happened, | really don’t know what 

to do anymore, but hopefully getting things off my chest will help me deal with everything that’s happened 

to me. Care to lend an ear? 

First off | should mention that if you've seem me lately, you probably noticed that | didn’t seem like myself. The de- 
mon that took over my body has gone on a wild killing spree from province to province, collecting swords (or getting 
another spirit to make a plethora of others for him), and basically offing a lot of people. Well, they haven't all been peo- 
ple, because as you might've noticed we've got a lot of strange creatures running around these days. The odd thing is, 
| couldn't help but become entranced by the demon’s deft swordplay. He would switch between three swords at once 
without breaking a sweat, and the variety of his movements and attacks was really impressive. Occasionally I'd grow 
tired of watching him fight wave after wave of sumurai, demon, imp, or any of the other countless other things that got 
in his way, but there’s not much else to do when you've become a wispy spirit along for the ride. 

| should also mention that before | was possessed, | didn’t get out much (the BF was kinda possessive). You can 
imagine my surprise when | saw what lay waiting outside the boundaries of my home: Golden yellow fields just before 
dusk, snowy mountain slopes awash with the last cherry blossoms of the season, verdant forests where you could almost 
taste the small rays of sunlight that slipped through the trees. It was breathtaking. My only qualm 
with the demon was that he never really veered us off the beaten path, for the most part we were 
always trying to get from point A to point B; | would've loved to take in the sights more. 

Along the way we met a young samurai named Kitsune, who had lost his memory and was 
also on an unexpected journey. From our brief meeting | could tell he was also handy with a blade, 
and | discovered he had experienced and seen many of the places | had been. Lucky for him he 
doesn’t have a damn demon stuck inside his body. 

Well thanks for listening, | feel a lot better now. | have a feeling that if you want to find out es 
anything else, you'll know where to find me. -PROS: Gorgeous hand-drawn graphics; deep 
combat and tight controls; multiple storylines. 


Love, 


Momobilins {and Andy Gurl) CONS: Gameplay can be overly linear; combat 


occasionally bogs down and gets boring. 


The view from the cockpit is intense, especially 
when acrash occurs right in front of you. 
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ost of my Need for Speed memories in- 

volve fast and furious street races, police 

| chases in an open world and laughably 

lame stories. Obviously, simulation racing isn’t the 

most organic evolution for the series. Sure, ProS- 

treet had a dose of realism injected into it, but it 

wavered indecisively between circuit sim and ar- 

cade racer. So it’s appropriate that the latest NFS 

title is called SHIFT because it’s obvioulsy trying 
to “shift” the franchise in a new direction. 


ToP GEAR 


SHIFT is executed so effectively that it will grab 
Forza fans without alienating its speed obsessed 
audience. True to tradition, SHIFT is incredibly ac- 
cessible. For example, if you don’t ace the cor- 
ners during your evaluation race the game will 
automatically regulate your speed around tight 
bends. Driver assist and Al difficulty settings are 
all adjustable, of course, so hardcore players can 
tone down the hand-holding helpers to better re- 
flect a realistic racing experience while nOObs can 
up them to compensate for their lack of skills. | 
wound up somewhere in the middle and it was a 
near-perfect fit. 

Thanks to the brilliant new experience and 
leveling system | found myself obsessing over 
my races. Whether you're drafting, blocking or 
smashing into opponents, you're always earning 
experience which, when combined with podium 
finishes, earns you higher ranks and stars. Stars 
unlock access to higher tiers, better cars, and prof- 


itable invitational events. The standard pyramid mostly, since the aesthetic customization is lim- 

structure is saved by the RPG elements and rapid ited to body kits rather than individual parts—that 

stream of rewards, though, and it’s a gratifying it was a jarring buzz-kill when leveling up came toa 

pyramid to climb—for a while, anyway. screeching halt. The time you'll spend before that 
dip, and after you conquer it, however, totally rock. 
The multiplayer ain't too shabby either: experience 
points and cash seamlessly tie to your offline ca- 
reer, and there’s plenty of both to be earned in the 
stellar ladder tourneys and regular races. 


CROSSING THE FINISH LINE 


The game does a great job of continuing to reward 

you for your performance and because of that, 

SHIFT is an engaging and addictive sim racer. It 

sets a great foundation for future iterations but 

hopefully, the sequel won’t suddenly throw the e- 

brake on the action and force you to the side of the 

BURNOUT road every now and again.—Mitchell Dyer 

Unfortunately, | eventually hit a wall with my lev- 

eling that seriously took the air out of my tires. As 

in an RPG, you’re going to have to suffer through 

some grinding and from time to time, the excite- 

ment of collecting stars begins to wane. One-on- 

one races and drift events became soul-crushingly 

frustrating, and difficult objectives demanded per- 

fect driving. The uneven difficulty is made worse 

by the occasional rubber-band Al problems. Even 

after lowering the difficulty to easy | still found 
myself struggling to gain levels. 

It’s not the difficulty that bums me out as much 

as the change in pace. | got so used to blindly blow- 

ing oodles of money on upgrades—performance, 


one. Periodic difficulty spikes and ue 2r- 
band A.l. kill the great pace of progression: 
weak customization. 


Rachel and Ayane are now playable and they 
bring more than just looks to the battlefield. 


NINJA GAIDEN SIGMA 


Sorry, Xbox 360 owners, but you have something new to be Jealous about. 


inja Gaiden Sigma 2 is the PS3 version 
of Ninja Gaiden II for the Xbox 360 with 
a few aces up its sleeve: it has a suite of 
additional content like a co-op Team Missions 
mode that is both online and offline compatible. 
You also have the ability to play as Momiji, Ayane, 
and Rachel throughout the game with new chap- 
ters that have been added just so you can take a 
walk in their sexy shoes. PS3 owners who've been 
waiting for their shot at some sweet ninja action 
have a lot to look forward to. 


No ONE KNOWS... 

I'll be honest and say the story takes a serious 
back seat to the action in Sigma 2. In a nutshell, 
the Dragon Lineage defeats dirty blood suckers 
and are entrusted with defending a relic called the 
Dragon Statue from the Black Spider Clan. It’s not 
exactly the stuff of legend but it works as a back- 
drop to the ninja shenanigans. Seriously though, 


you shouldn't go into Sigma 2 expecting to be 
emotionally moved; you should expect instead to 
have your mind blown with action. Sigma 2 de- 
livers that in spades but just be prepared to have 
your ass handed to you repeatedly. Playing on the 
Warrior difficulty brought back memories of pre- 
vious bouts with Ninja Gaiden’s sob inducing dif- 
ficulty; | hit the wall at the end of Chapter 5 when 
it took me about thirty tries to beat the Tengu 
bosses as Dragon Sword’s Momiji. 

| also didn’t like the decision to eliminate blood 
from the game; it’s an M-rated title, not some E 
For Everyone kiddie game, so why do the enemies 
spray purple gas when | rip them apart limb for 
limb with my sword? That was a serious let-down; 
| want to be properly rewarded for my ninja skills, 
not patted on the head and given a warm glass 
of milk. 


WHERE A NINJA GOES 

The action mirrors the Xbox 360 version of Ninja 
Gaiden II. You can button mash until your fingers 
bleed or you can take the time to master each 
weapon you pick up along the way via the move 
list. Either way, you're going to need a set strategy 
to cut down the enemies crowding your screen 
or you'll meet your purple gas end abruptly. 
One thing to watch out for is enemies with miss- 
ing limbs. | can’t tell you how many times a des- 
perate limbless enemy looking to take me out 
by any means necessary nailed me. Oh, and the 


camera still offers up some problems, especially 
in cramped quarters; | had one fight where a col- 
umn blocked my view the entire time. 

Overall, | feel that if you have already mas- 
tered Ninja Gaiden II there is no real point in pur- 
chasing Sigma 2 unless you have friends who also 
own a PS3. If that’s the case then it’s worth the 
hard earned cash simply for the fast paced co-op 
mode. As a ninja connoisseur | can easily say this 
game is one of the top ninja based titles on the 
market with the exception of the grand daddy of 
all ninja games Ninja Blade.—Heather Bartron 


EDITOR’S NOTE: The thoughts and opinions ex- 
pressed by Heather Bartron regarding the status 
of Ninja Blade as the best ninja game of all time 
are not necessarily those of GamePro, so send 
your hate mail and flaming ninja stars to her. 


PROS: Non-existent loading times; fluid com- 
bat system; multiple playable characters. 


CONS: Cramped spaces; lack of camera move- 
ment; no more blood: static environments. 
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Closing spawn doors will stop the full number of enemies from emerging, but 
that'll also limit your ability to earn extra style points to spend on upgrades. 


Life is cheap and so are bullets. 


ideo games have long borrowed liberally 

from Hollywood, but they typically look 

no further than glossy big-budget film pro- 
ductions for inspiration. WET goes in another di- 
rection, drawing its strength from the grit and 
grime of a 1970s martial arts drive-in flick. The 
results are sometimes rocky, but WET’s idiosyn- 
cratic style and intense action makes it unlike any- 
thing else you'll play this year. 


DEATH FROM ABOVE 

As the lights go down, our curvy protagonist 
keeps watch over a meeting of what pass for crim- 
inal minds in San Francisco’s Chinatown. Rubi 
Malone’s one of the underworld’s great Fixers: 
violent all-purpose problem-solvers who don’t 
catch the vapors when the blood starts to spray. 
When the deal inevitably goes sideways, Rubi 
dives from her perch, and injects herself into a 
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Rubi only enters Rage Mode for a handful of levels, but the whole world 
turns red, black, and white, and enemies disappear in a strange black mist. 
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convoluted tale involving a syndicate leader’s 
wayward son, warring drug smuggling syndi- 
cates, and a pasty white goth chick with the omi- 
nous name “ Tarantula.” 

Despite the vocal talents of Eliza Dushku, 
Malcolm McDowell, and Alan Cumming, | never 
found a reason to care about the narrative’s blur 
of absurd villainy, but | immediately loved WET’s 
self-consciously affected lo-fi style. Simulated 
grain and projector scratches spot and streak 
the screen, the image itself jumps a little as if the 
“film” can barely stay on its sprocketed track as 
you take damage, and even the music strays from 
the beaten path with an array of obscure but ener- 
getic psychobilly bands. It’s a coarse grindhouse 
aesthetic that owes more to Quentin Tarantino 
than Roger Corman, and makes for a welcome 
change from the usual generic spit and polish. 


RAPID FIRE 


This distinctive visual processing could've seemed 
like a hollow attention-grabbing gimmick, but Ru- 
bi’s antics suit the modified medium. The gun- 
crazed gameplay owes much to Max Payne and 
Stranglehold, but WET’s been cut down like a 
chopped hog in favor of adrenaline-fueled arcade 
pacing. Rubi fires her gun with all the speed of a 
Civil War musketeer until you send her hurtling 
through the air, running up a wall, or sliding along 
a flat surface; then she unloads in an unrestricted 
slow-mo fury, twisting in the air and chaining her 
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For a game that involves swords passing through flesh, there's surprisingly little actual visible blood. 


acrobatics as you aim around the scene. Little in the 
environmentis breakable, which limits the sense of 
spectacle, but somebody went to some trouble set- 
ting up ramps and bars. If a mob war took place on 
a jungle gym, this is what it’d look like. 

Rubi unlocks and applies simple strength and 
capacity upgrades to dual shotguns, submachine 
guns, and acrossbow that shoots explosive bolts, 
and occasionally heads back to her desert home 
to run a handful of tedious practice courses, but 
you'll spend most of the game holding down the 
Right Trigger, lining up headshots, and lashing out 
with your sword when somebody gets too close. 
Heck, WET even aims your left weapon for you, 
so you can take out thugs in pairs, and only late 
in the game will you encounter any enemies wise 
enough to wear armor or helmets. 


TRIGGER HAPPY 

It really is as easy as it sounds. Rubi never has 
to stop firing, so the only time | found myself in 
danger was when | faced brutes with helicopter 
guns, or plodded through some wretchedly dull 
Tomb Raider-style platforming interludes where 
advancement hinged on trial and error and pa- 
tience for punishing checkpoint placement. Luck- 
ily, a revolving door of distractions interrupts the 


repetitive bullet ballet often enough to keep it 
from going completely stale. Block spawn doors 
in some cool free-form open arenas, go berserk 
in bare but striking red-and-black “Rage Mode” 
kill-a-thon levels, and rain hot death with the oc- 
casional elevated Gatling gun. 

Strangely, WET’s best and worst moments 
alike appear when your control of the action is 
stripped down to the bare minimum. Highway 
chase sequences reduce movement to timed but- 
ton-pushing, but they also create insane high- 
speed shooting galleries of tumbling vehicles and 
heart-stopping near-misses that deliver what are 
easily the most exciting moments of the game. On 
the other hand, that the final boss battle relies en- 
tirely on quick time events is an inexcusable mis- 
step, and makes WET’s conclusion one of the least 
satisfying in recent memory. 


DOUBLE-EDGED SWORD 

This stark contrast in results illustrates that WET’s 
greatest weakness isn’t its placement of style 
above substance, but the very simplicity that 
makes it so immediately approachable. It makes 
little difference whether you're sailing through the 
air in London or grinding the pavement in Hong 
Kong when your abilities never change or develop 


in a meaningful way, or meet memorable new 
opponents, and so the whole sordid travelogue 
tends to blur together. 

| enjoyed the eight or so hours | spent in Ru- 
bi’s frenzied world of bullet time and bloody som- 
ersaults, but | don’t feel any particular urge to 
play again. WET’s sassy style and minimalistic 
gameplay give it a tasty enough flavor that you 
won't find anywhere else, but like movie theater 
popcorn, you can only consume so much of it be- 
fore you're hungry for something with a bit more 
substance.—Cameron Lewis 
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PROS: Unique visual style; pick-up-and-play 
run-n-gun craziness; awesome vehicle chase 
sequences; amusing “rage mode” breaks. 


CONS: Not much challenge; dull enemy-free 
climbing sequences; dearth of weapon vari- 
ety; outrageously poor final confrontation. 


y round-up of essential nerd gear. 


Over the years, the phrase “gamer” has come a long way. What was once an elite sub-culture has flourished over the years into a full-fledged way of | 


life. The impact of gamer culture is extremely prevalent, affecting everything from the silver screen to the funny pages. Join GamePro as we take a 
look at everything that makes the gaming community great, from the latest DVD and comic book releases to everything in between. 


District 9 
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lien invasions have been done on the silver screen in just about every shape and style. Giant 

freedom-defying monstrosities fended off on the birth of our nation? Check. Heart-warming 
extraterrestrials with glowing fingers ala Spielberg? Check. Chest-bursting fiends slaughtering 
helpless astronauts in deep space? Check, check, and check. 

Independent director Neil Blomkamp of Halo fan-film fame bursts onto screen with what can 
arguably be considered 2009’s best film to date. District 9 follows the story of a group of inter- 
galactic alien refugees displaced in the desolate, decrepit slums of North Africa. An incredibly 
smart and fantastically unique exploration of prevalent social issues, District 9 is an exciting, ac- 
tion-packed opus that any sci-fi fan can’t miss 
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SKULL CANDY TITAN . 


Nyko Zoom CASE : en 
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_ 4) URE DSi and Facebook haveteamed 
_& “up to make photo uploads easy, we have 
one more excuse to take our favorite handheld 


e've all been there: you can’t afford a new 
W pair or earbuds, or maybe you don't feel like 
dropping a ridiculous amount of cash on a head- 
set so you just head to the local convenience store 


gaming device everywhere we go. But as awe- 
some as the camera is, we wanta little variety 
to go with our photos, which is why we love 
the Nyko Zoom Case. This peripheral not only 
provides protection for your precious DSi but 
it comes with a detachable zoom lens that of- 
fers up 8x magnifi meaning you can 
take close ups with better fidelity. It won't turn 
you into Ansel Adams but it will make your DSi 
camera that much more powerful: focus on 
your subject, twist the knob to achieve an in- 
tight focus and snap away. Just don’t take pic- 


_tures of anything disgusting like your friend's 
| a pimply face. 


and pick up the cheapest pair. | mean, it’s the same 
thing, right? Wrong. There’s absolutely nothing 
worse than jamming some cheap, jagged plastic 
into your ears (and if there is, we probably can’t 
mention it here). 

Skull Candy is one of the leading names 
when it comes to headphones, earbuds and 
MP3 players and everything in between. Featur- 
ing unprecedented audio quality with a 20Hz fre- 
quency range, the Skull Candy TITAN earbuds 
are affordable, quality solutions to your everyday 
musical woes. 


ampires are the new hawtness right now but while shows like True Blood 
Y oni the undead blood-suckers, vampirism is decidedly not cool when it 
comes to electronics. Your game consoles, PC and TVs can all suck up energy 
even when they're turned off, so that’s why we suggest you give the Trickle- 
Saver a look. Think of it as a traffic cop that makes sure power is provided to 
your electronics only when it’s needed; there’s a unit for TVs and one for PCs so 
if you have a lot of electronics hooked up, definitely consider getting one—the 
cost savings could make it worth your while. 

Just keep this in mind: we verified with the company that the TrickleSaver 
doesn’t offer any sort of surge protection. The fix is simple, though: plug a surge 
protector into the wall socket then plug the TrickleSaver into that. Easy, right? 


YOUR NEXT-DOOR 
NEIGHBOR IS ADRAGON 


= Website: somethingawful.com 


= Price: $14.95 


t goes without saying that the internet is a relatively strange 

place. Just when you think the human race's collective 
moral depravity can’t sink any lower, a brand new fad, clique 
or obsession is just as soon copy-pasted into oblivion across 
the sites, blogs and message boards that make up the notori- 
ous “series of tubes” (thanks, Ted Stevens!) : 

Zack Parsons, contributor of the wildly satirical and 
constantly hilarious SomethingAwful.com invites you to 
join him in this intriguing and absolutely fascinating road- 
trip through some of the strangest, most bizarre sub-cul- 
tures that make up the internet. From diet cola conspiracy 
theorists to elves trapped in human bodies, Your Next- 
Door Neighbor is a Dragon expertly captures Somethin- 
gAwful’s trademark sardonic wit and biting humor and is 
sure to leave readers chuckling for hours on end. 


KERCHOONZ K-Box 


ere’s one from the “weird but cool gadget” aisle: the K- 
Box is a small, cell-phone shaped device that turns any 
flat surface into a speaker. It has a built-in speaker that, along 
with a fancy gel layer, transmits audio into the surface it’s 
placed on, producing surprisingly good audio performance. 
We placed it on a variety of surfaces including desks, walls, 
cardboard boxes and even windows and it worked surpris- 
ingly well. The audio was clear and the bass response was 
pretty damn good. It accepts standard 3.5mm inputs and has 
an internal rechargable battery 
Okay, so it’s a little impractical and we’re not sure what 
benefits it provides over a traditional set of speakers but the 
tech works and the unit itself is solidly designed. We suppose 
you could experiment with it and find a way to turn your en- 
tire room into a sound system, which would make rounds of 
Modern Warfare incredible, but you probably should warn 
your neighbors first, lest they think World War Ill has broken 
out next door. 


FAREWELL SID SHUMAN 


With our beloved Senior Editor Sid Shuman heading off to bigger and boijder 
pastures, GamePro’s crack team of editorial assistants will be spelunking our 
continually growing mountain of reader mail. So, say Hello to Will Herring, our 
reviews guru; Heather Bartron, GP’s resident previews queen; and McKinley 
Noble, accident-prone Pokémon nerd and ninnyhammer. They'll be answer- 
ing your questions in GamePro’s Feedback section from now on, so keep ‘em 
busy with some bold, burning queries! 


LETTER OF THE MONTH CONTEST 


The Letter of the Month winner will receive 
Active Life: Extreme Challenge (includes game 
and mat controller) for the Wii by Namco 
Bandai Games. Rated Everyone (Comic Mis- 
chief) by the ESRB. Stay fit and have fun! 
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TWITTER PRO? 


Just got the September 1. om, vt 
2009 issue and had to write. . = 1 
¥ | a 


Could you please refrain one 


from inserting the “Twit- 
ter Pro” inserts that were 
found in the Fall 2009 pre- 
view? There was one for 
almost every other game 
listed. | almost threw the 
magazine. This is print me- 
dia. It is not the web or in- 
ternet. You are now even 
listing your Facebook and 
Twitter addresses under 
your name. Please consider 
how your magazine is still 
in publication in the face of 
other print media and newspapers around the world closing due to the web. They should 
always be kept separate. | am thinking about writing to your parent company. | am not anti- 
web. | am old school (scrolling cursor with BBS services-remember the days of Atari 800 300 
baud modems). Actually your GamePro website is excellent. Please take my request as only 
a request. It really is out of control with the Twitter and makes the mag look second rate. It 
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character, and not a senior editor. | am hopeful that GamePro does not go the way of EGM 
and numerous other print media. My opinion may be not popular with everyone, but this 
Twitter deal just started and | would prefer that we keep the mag in production and leave the 
Twitting for the Twitters in Twitter land. (It is even painful to type that.) Thanks for listening. 
Ken Capuano—Rochester, NY 


| originally wasn’t a fan of Twitter, and | have yet to find out what's so glamorous about know- 
ing your minor acquaintance is eating soup at The Soup Shack on 23rd Avenue with some 
blonde they just met. On the other hand, there is something mildly amusing about hearing 
your boss post emo Tweets to the mailroom guy.—Heather 


I'm with Ken, on this one. While the Twitters and the Facebooks of the world are great ways to 
keep in touch with friends, | can’t help but feel like they’re a bit over-used in this day and age. 
Where the internet might be a more desirable place for social networking there’s still going 
to be a time and a place for Tweeting, Adding, and Poking.—Will 


Actually, | couldn't disagree more! Sure, | hated Twitter and was on the fence about using the 
service for along time. But when GamePro’s editorial crew started to Tweet about things go- 
ing on at E3, | saw the light and was saved. Now | know what everyone's doing all the time! | é 
think that Twitter is just another step towards connecting readers with writers, and I’m happy 

to say that I’ve jumped on this bandwagon, come Hell or high water. In fact, I’m going to Twit- 

ter about how awesome it is that we get to answer the fan mail...just as soon as | update my 3 
Facebook status. Want to add me?—McKinley 
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RECOGNITION 


FROM THE MARINES 


First of all, y’all probably noticed the whole Ma- 
rine Corps themed envelope and stationary 
(Ed: we did!). | am currently a Marine recruit at 
the Marine Corps Recruit Depot at Parris Island. 
If everything goes according to plan (I'll make 
sure it will!), | graduate on September 26th. Any- 
way, I've been reading GamePro for three or four 
years, and | have a cool story for y’all. 

One day during mail call my mom sends me 
a package. Guess what’s inside? A crapload of 
Clif’s Bars (amazing!), a letter...and the July, Au- 
gust, and September 2009 issues of GamePro! | 
was like, “Holy expletive!” They were also a ma- 
jor hit with the rest of the platoon. 


The main reason I’m writing this letter is just 
to say thanks. Your kick-ass magazine has helped 
me through tough times before. Now that I’m at 
boot camp, it brings back memories of home and 
one of my greatest loves, video games! Right 
now, | only have a Wii.at home, but my mom’‘s 
buying me an Xbox 360 and Call of Duty 4. | can’t 
wait to go online! 

So again, thanks for much for everything! You 
guys are awesome. Keep up the good work! 
Semper Fi—Parris Island, SC 


A huge “thank you,” and an even bigger “con- 
gratulations,” are in order! By the time this is- 
sue of GamePro hits store shelves you should be 
a proud graduate, and all we can ask is that you 
send us your GamerTag so we can celebrate with 
a few online matches! —Will 


People can brag about all their achievements in 
any game (yours truly included), but you guys are 
the real deal when it comes to being hardcore. 
We're glad that you love GamePro! Here at GP 
HQ, we're always surprised where our readers’ 
letters are coming from, and it’s frankly one of 
the reasons we do what we do. You guys rock! 
—McKinley 


WHERE'S THE ORIGINALITY? 

| never really got into gaming until the mid-PS2 
era. Since then | have been moving forward with 
the industry as well as going back and playing 
retro games. What surprised me was the lack of 
new concepts and franchises in games. So many 
games that | thought were genius beginnings of 
franchises were just NES-era sequels or remakes. 
| realize that almost every game copies from oth- 
ers in some form or another, but how many new 
concepts actually exist in the games of today? 
Xcrunner00—via GamePro.com/forums 


While there’s no arguing that the gaming industry 
has seen its fair share of recycled ideas, players 
shouldn't be discouraged. For instance, most of 
the titles that really have the GamePro offices talk- 
ing are fresh and innovative titles such as Scrib- 
blenauts, Brutal Legend, and Little King’s Story. 
While | feel your pain when it comes to oceans of 
re-treaded game ideas, keep your head up—there 
are some great new ideas on the way! —Will 


Not a lot, but sometimes, more of the same ain't a 
bad thing. While | enjoy games that shake up the 
series once ina while, it’s another thing altogether 
when people take the changes way too far. Take 
Harvest Moon. It was simple. Get a farm, grow 
crops, make some money, get laid and have some 
kids. Now there’s a bunch of crap in modern Har- 
vest Moons that | just don’t get, like Harvest God- 
desses and magical fairy people and God knows 
what else. If you’re going to innovate, then inno- 
vate. But don’t wreck a good thing. Can you imag- 
ine the mass suicides if they ever changed the 
gameplay in Pokémon battles?—McKinley 


Originality is few and far between these days. | 
attribute that to companies trying to make bank 
on what they know will sell. Then you there are 
games that have a good concept such as the orig- 
inal A Boy & His Blob but the system it was on 
(NES) didn’t have the firepower back then to exe- 
cute a visually pleasing follow through. Even with 
so many games being vomited out for quick cash, 
you have games that attempt to try something 
new. A few games to keep your eyes peeled for 
that will ease the level at which you grow jaded 
include The Last Guardian, Cursed Mountain, and 
Tornado Outbreak.—Heather 


Street Fighter 


Tekken 


Mortal Kombat 
21% 


Soul Calibur 
13% 


Other 
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What’s your favorite fighting game series? 


SHOCK AND AWE 


You have given readers like me great advice for 
10 years now. In fact, when Backyard Wrestling 
came out, | almost bought it...thank goodness 
| subscribed to you. But in your July 2009 issue, 
you listed “The 5 Star Wars Games We Desper- 
ately Want.” | was shocked not to see a Star Wars 
Republic Commando sequel listed! | also want to 
see a third Knights of the Old Republic game. 
Matt Casas—Omaha NE 


We're with you, Matt. There’s no denying that 
Knights of the Old Republic was undoubtedly one 
of the definitive Star Wars experiences—not to 
mention a damn fine game, to boot. While there 
are no reports of a third KoTOR in the works, the 
good folks at BioWare are hard at work on their 
latest Star Wars epic—their brand new MMO, The 
Old Republic, which will continue the story intro- 
duced in their previous space-faring epics.—Will 
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THE AGE OF DLC 
The rise of downloadable gaming is coming. 
Retro games, originals, and add-ons are slowly 
gaining momentum in the industry, and | see 
you guys. Downloadable gaming is a varied 
world with more than just shooters and Gen- 
esis games. There are many genres and fresh 
titles in the realm of downloadable gaming, 
and | feel they are here to stay. A smile across 
my face, my wallet full, and my two systems— 
Wii and DSi—getting regular playtime is proof! 
Lorenzo Zepeda—Porterville, CA 


You are definitely on to something here. Lets just 
call you Nostradamus! We too have noticed the 
rising popularity in DLC and so GamePro Arcade 
is born. The good ole’ GP Arcade covers all the 
latest downloadable content you could possi- 
bly want to liquidate your hard earned cash on. | 
too am a huge fan of DLC for the simple fact that 


FEEDBACK 4 


After reading your articles for quite some time. | 
think it’s pretty safe to say none of you are parents. 
However, | have noticed many of you are siblings, 
and thus understand the mindset needed to be a 
gamer. Look at Lil Poison—he has excelled at video 
games andis the youngest pro gamer out there. But 
he is still a child playing a mature game. Plus with 
so much news on Obama and video games, it raises 
a question: how would you monitor your child’s 
game play? Would you buy them M-rated games? 


The Baroness answers: 


| don't have to leave my house to acquire some- 
thing new. Not only can | happily be a hermit with 
DLC available, | get the chance to play something 
refreshingly original. With a lower cost and plenty 
of hours of gameplay to keep the average gamer 
satiated, there is no reason not to try it out. Many 
of these games even have demos so you can eval- 
uate whether or not it’s the game for you. Follow- 
ing closely behind the rise of the DLC are indy 
developers IP’s. GamePro Labs has formed for 
that very reason, to give small teams a chance to 
get some attention for their fresh, original ideas. 
With a convoluted market both DLC and indy ti- 
tles are worth keeping an eye out for in the near 
future.—Heather 


VOYEUR GAMING 

Its been talked about before on the forums before, 
and itis one of my pet peeves. | noticed quite a few 
times that some gamers will buy a game at launch 


—Mamagamer33 


| think your assumption is pretty safe, | don’t believe any of us ladies are parents yet. There is a 
very thin line between what is appropriate material for a child to play and what isn’t. That line 
should also be tailored to each child. What one kid might be able to handle, another wouldn't. 
Some children just mature faster, and should be treated as such. If | did have a child though, | 
would look at the content rather than the rating. I'd look at what they’re interested in and research 
it (or play it) myself. A perfect example would be Halo vs. Silent Hill. Both are M-rated games. One 
| would have no problem with a kid playing. With Halo you're killing aliens, with futuristic guns 
and it’s easy to tell apart from reality. But Silent Hill has very mature themes and strong violence 
and gore that’s not ideal for youngsters. It’d probably frighten them out of their minds. | don’t 
think enough parents spend the time finding out about what their children like. That’s the real 
root of the problem in all this media hysteria over games. 


Send your questions to the Game Girls at GameGirl.com 
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and then post a thread stating...” whew, it took me 
a while but | finally beat the game...” 

In the opening post they will state that their 
personal feelings about the game and how many 
hours they spent playing. 

Are we really enjoying a game if it only takes a 
couple of days to play through? Should we shame 
the game developers for making a games that can 
be breezed through so fast, or is this a new thing to 
race through as many games as we possibly can 
to play the most rather than get the most out of 
the game? 

| say that every game, even those that only 
last 6 hours should be played for enjoyment the 
first time through. Spend time going through the 
game looking for all that there is to find, you paid 
$60 for the game, you might as well get your mon- 
eys worth from it. Yes, | understand that not every 
game is open-ended and some even require that 
certain trophies or achievements be gotten within 
a time limit but that is why they created the option 
of New Game. 

No, | don’t expect everyone to spend 100-200 
on every game...for that matter even 30 to 50, but 
| think game developers create games for you 
enjoyment and spent a lot of time making these 
games for said purpose. 

James_Earl_Cash—via GamePro.com/forums 


| can agree that games seem to be getting shorter 
and shorter these days. That’s what makes games 
that have a high replay ability value number-one 
on my list. Aside from that it does feel pretty good 
bragging about how you nailed a game in the time 
it takes a normal person to cover a shift at their 
day job. If the popularity of short-lived games has 
you down | suggest a MMO to heal the pain. | per- 
sonally enjoy countless hours on Lineage II but if 


you're not interested in a game that is well over 6 
years old keep an eye out on Aion, the MMO of the 
future and possible allegiance to Lineage II killer. 
— Heather 


Hm? Oh, sorry—in the time it took me to read your 
message, | just saved the world from killer Nazi 
zombies. Again.—Will 


Don't listen to Will, he’s a soeed demon when it 
comes to long games. Since | regularly have to 
dip into my stripclub-slash-grocery money to 
buy my video games, | always try to wring out as 
much gameplay as | possibly can. Take Final Fan- 
tasy XII for example. I’ve played about 120 hours 
without beating the game, just because | keep do- 
ing sidequests and tracking down mutant fire ea- 
gles in those addictive Hunts. More play, more 
power.—McKinley 


A FONDNESS FOR DRAGON QUEST 


Why does every gaming magazine hate the Dragon 
Quest series? | would say that Dragon Quest V is 
the best in the entire series. What do you think? 
Jordan Walls—Birmingham, AL 


Every magazine may hate it with the exception 
of one, us. The first installment of Dragon Quest, 
published as Dragon Warrior, for the NES is one 
of my favorite games of all time. What’s not to 
love about one of the first role-playing games to 
ever hit the market? Every installment to hit the 
shelf after Dragon Warrior hangs on tight to the 
core gameplay and doesn’t change much which 
causes two reactions—love or hate. There really 
is no grey area for such a series because if you 
weren't a fan to begin with there isn’t much dif- 
ference between the games besides console and 
graphical upgrades therefore no love can form. If 
you were a fan from the get-go there is nothing 
but nostalgia in store as you move from game to 
game.—Heather 


Reader Reviews 


—— MIDNIGHT CLUB: 
tented LOS ANGELES 

(Xbox 360) 

By KLAYMANJ93 


lf you are reading this and you don't 
have this game, or haven't played it 
before, rent it. I’ve played all of the Midnight Club 
games, and this one wins for realism, graphics, 
and controlled gameplay. You actually have to 
be a good driver in this game to win, you don’t 
just blast nitrous every two seconds like the old 
games. | went out and bought this game the day 
after | rented it. | bought it about three months 
ago, and | still have about 40 percent left in the 
game to beat, which is great. They could’ve added 
some choppers or more motorcycles to the selec- 
tion of the game, but the cars and customization 
make up for that. | love this game, and don’t listen 
to the idiots that hate this game, because they just 
suck at this game, you actually have to try. | get 
really into this game, and get really angry when | 
lose, because it reels you in, especially if you play 
in the cockpit view. A must buy, if you are looking 
for a racing game. 


Wu SPORTS RESORT 


WAY 


By Tyler879 
Just bought it today, I’ve been play- 
f ing it for about an hour. | am very let 
down that they didn’t tell you that 
you have to have one of those Mo- 
tionPlus things on both of your controllers in or- 
der to play with two people at once. Besides that 
though, I’m enjoying the new sports and the up- 
dated sports such as bowling and golf. 
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